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the real-time-lip-syncing- 
weird-making-hands- 
shaking-laugh-cracking-fun 
computer game from SCi... 

90 characters, 
105 locations and... 
supreme weirdness. 







Available on PC CD-ROM from the strangest places in time for Christmas ‘95 
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Revolutionary neural-net based AI system. 

Stunning SVGA space and ground based combat. 

Immense 3D galaxy with 12 AI-control 1 ed alien species 
and 225 unique planets. 

Strategically manage and control your Battlecruiser 

and its resources including interceptors, ATV's, and marines. 


Derek Smart's BHTTLECRUISEfl 3DD0RD 
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You’re standing over a 20-foot putt, and as an expec¬ 
tant hush falls over the crowd this huge 8-foot-tall guy with 
bionic arms walks out onto the green and does this like, 
windmill kick that shatters your jaw in 3 or 7 places and 
you’re running low on lives so you jump in your T-80 tank 
and do 65 mph heading for the trees (slowing to 55 for the 
sand traps) wasting spectators and oops your caddie 
along the way and you’re racking up the points and feeling 
pretty good when all of a sudden you hear this beep-beep- 
beep-beep alarm go off and you’ve got a bogey on your tail 
so you drop some chaff and try some evasive maneuvers 
but to no avail and this explosion rocks you hard and both 
engines are out so you hit the eject button and suddenly 
you’re floating and down below you see these trees start 
to materialize and your caddie, somehow miraculously 
back alive, says “bogey” and you look up but he just 
means you missed the putt and you missed it bad. 

It’s sort of like that, but with more colors. And faster. 



The RISC chip endows the Power Macintosh - with processing speeds up to four times faster than your average PC,* resulting in 
unparalleled speed, smoother action, way-cool graphics—all without “dip” switches or goofy key commands. Myth-Exploder 
Statement #2: there are plenty o’ killer games to choose from, and more coming every day. lb find out what else 
you could do if this power were in your hands, check out our web site: www.apple.com/games/ You, a Mac, the world. W 


*t Vben company a Power Macintosh 9500/132 to a 66 MH: 4X6 PC. according to a study by Competitue Assessment Services, July 1995 ©1995 Apple Computer. Inc. All rights resened. Apple, the .\pple logo. Macintosh and Power Macintosh tire 
registered tnulemarks ofApple Computer. Inc. Mac. Power Mac and "Km/, a Mac. the world are trademarks of Apple Computer. Inc All other product tuimes are trademarks of then respedite companies. All Macintosh' computers are designed to be 
accessible to inditiduals uitb disability. Tb learn more (US. onh'J. call 800-600-7808 or W800-755-0601. 
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Head to your retailer or download from http://www.activision.com 


MechWarrior and ’Mech are registered trademarks and NetMech is a trademark of FASA CORPORATION. © 1995 FASA CORPORATION. 

Activision is a registered trademark of Activision, Inc. © 1995 Activision, Inc. All rights reserved. 
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Baseball for Windows & 

Bill James Electronic 
Baseball Encyclopedia 
from Miller Associates 
GEnie 

I magi Nation Network 
Perfect General II custom 
designed scenarios 
King’s Quest VI saved games 


■■ p^alk about inprovements! 

Not only have we 

J completely redesigned 
the magazine from head-to- 
toe, inside and out, but we’ve 
now created and are making 
available a Strategy Plus Demo 
CD! You heard it right. Forget 
about spending all of your time 
and hard-earned money down¬ 
loading game demos from the 
bulletin boards. Many times 
they’re corrupted long before 
you ever see the credits roll! 

Instead, turn to Strategy Plus 
to quench your insatiable 
gaming appetite. 

Each and every month, you 
can expect to find the latest 
and greatest selection of fully 
tested game demos. In fact, 
many of the demos are 
interactive,allowing you to 
play the game over the course 
of several levels. If that weren’t 
enough though, we will be 
including the most up-to-the 
minute game patches,save 
games and yes, even custom 
design scenarios for many of 
the most popular games. 

To reserve your copy today, 
note details below. 


Renegade 
from SSI 
Harpoon 2 

from Three-Sixty Pacific 
Hardball 4 
from Accolade 
Perfect General II 
from QQP 


Links 386 

Access 

Riddle of Master Lu 

Sanctuary Woods 

Silent Hunter 


In the 1st Degree 

Broderbund 

Terminal Velocity 

Apogee 

Ripper 

Take 2 Interactive 

Perfect General II 

QQP 

Witchaven 
& Casino - 

Capstone 

Wetlands 

New World Computing 

Mission Critical 

Legend 

Sail ‘95 

Vivid Simulations 

& MORE 


Orion Conspiracy 

Domark 

Need for Speed 

Electronic Arts 

Dungeonmaster 2 

Interplay 

Caesar 2 

Sierra 

Capitalism 

Interactive Magic 

Jagged Alliance 

Sir-tech 


Interested parties can obtain this 
issue’s CD-ROM by mailing a check 
or money order for $3 to cover 
shipping and handling to: Strategy 
Plus, Inc. P.O. Box 21, Hancock, VT 
05748. Please indicate which demo 
(indicate issue number) you are 
requesting. Sorry, no phone orders 
will be accepted. Defective CD’s will 
be replaced free of charge by mailing 
only the CD-ROM disk to the 
address above. Replacements and/or 
new orders require four to six 
weeks for delivery. 


\ \ #e recommend that you first check the read.me 

m t files included within the subdirectory of each 
§ # game. Each file includes the appropriate technical 

support hotline in case you do have a problem installing the 
game.We regret that Strategy Plus cannot help you regarding 
any installation problems. Thanks and enjoy! 


Game Patches! 


To install: 

At the c:\prompt, 
insert the CD into 
your CD- ROM 
drive,then type 
“SPLUS”. 
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Disclaimer: Be it known that upon installation of this CD-ROM, the user waives any and all liabilities, whether expressed or implied, against Strategy Plus 
Inc. or any of its affiliate operations. For your computer’s safety, we always recommend virus scanning any and all software before installation. 




Strategy Plus 






























































INTERACTIVE MAGIC PRESENTS 



f 

VouVe Got Just Enough Time To Save The Galaxy ... 

If You Play Smart! 



Your elite ranger force is on a critical mission: patrolling 
the outer reaches of the galaxy. Like rangers of the old 
west, your primary responsibilities are upholding law and 
order, and protecting the galactic citizens. You're armed 
with the latest weaponry and flying the finest 23rd century 
starships. But time is not on your side! 
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Save the Galaxy! 
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You're thrust into one life or death mission after another 

and you've got quick decisions to make. You can hyper¬ 
space across the galaxy to protect a distant base ... but 
will you have enough fuel to return to protect the closer 
ones? And how many enemy ships are attacking your 
other bases? Can you get there in time? 

A detailed galactic map helps you ID enemy strength and 
positions f as well as navigate through the galaxy to engage 
the enemy in one heart-pounding battle after another. But in 
Star Rangers, you've got to shoot straight and think smart. 
The citizens are looking for a hero .. .could it be you? 


PC CD-ROM 


To reach us: 

E-mail - 75162.1202@CompuServe.Com 
On Line - On CompuServe, GO GAMBPUB (Library 17) 

INTERACTIVE MAGIC • PO Box 13491 • Research Triangle Park, NC 27709 • Phone (919) 461 -0948 


© 1995 Interactive Magic 
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On-line’s breaking out all over 

With everyone and their sister signing up for an internet or on-line account of some sort these 
days, the push for multi-player gaming’s gone into full swing. Strange thing. Computer gaming began - 
in part - because people (particularly board gamers) couldn’t find enough folks around to get togeth¬ 
er for sustained gameplay. Voila - the Silicon Companion. Only problem is, SC isn’t anywhere near as 
fun to be around, and despite concerted efforts hasn’t proven to be as intelligent a gaming opponent 
as was hoped for. It doesn’t need appetizers and it doesn’t make a mess, but then again even though 
it sits day and night at home with you, it’s proven pretty fussy about complying with installation of the 
latest game (voila - Windows 95; or so we’re promised). So here we are again, after ten years of try¬ 
ing, looking for another way to game with other people who can’t (or won’t) leave home. 

Is this a good thing? While some people in the industry claim “there will never be good enough Al 
in computer gaming to produce a credible opponent,” I feel otherwise. Most game designers haven’t 
even begun to tap into anything truly sophisticated in the Al dept.;those few designs that have done so 
have actually proven to be pretty successful sellers. Relying on human opponents to make up for the 
lack of sufficient quality in the computer opponent - as has been pointed out elsewhere, eloquently 
and amply - risks letting designers completely off the hook in this design area. Without the need to 
experiment with designing a computer opponent, any Jim or Bill could jump in and start claiming the 
role of game designer/producer. All you’re left to worry about (well, I exaggerate slightly) is the inter¬ 
face. And Microsoft's Foundation Classes will take care of most of that for you, too (again, slight exag¬ 
geration). The point being, take away the goal of producing interesting responses generated by the 
computer to human input, and you’ve taken away a lot of the substance of a good game design. 

Oh, there are certain genres where that’s not as much of an issue - first-person shooters, for 
instance. And certainly there will be games designed which feature a combination of human players 
and good computer opponents, the ultimate ideal. But the pressure behind the push for on-line gam¬ 
ing is away from exploration of computer Al design, which is only a good thing if money is the over¬ 
riding issue (games are cheaper if you don’t have to worry about designing a computer opponent). 

Lots of huge corporations have gone into backing people hooking up via modem, for various pur¬ 
poses. It’s an area in technological development where the profits are still immensely high, at a time 
when the returns on further hardware and software design investment are getting slimmer and slim¬ 
mer (both hardware and software have, in many ways, reached the point where they’re more than 
sufficient for most of the things most people would need to do with a computer, or computer-related 
piece of equipment). The ratio of actual utility to extensive hype is currently quite extreme - many 
people otherwise uninformed about computer-related technologies seem easily convinced that “get¬ 
ting online” will make significant changes in their lives (you’ve seen the ads, the remarkable thing is 
that many of you believe them). Other than making it possible to live in a small, dark box, relying all 
the while on this whiz-bang thingamajiggie to give you the chance to fulfill all your physical and emo¬ 
tional needs without having to move, think or actually communicate directly with another human 
being, I can’t imagine what useful changes such technology could provide. Sure, zealots in Idaho could 
virtually attend the Monet exhibit in Chicago without having to buy a plane ticket or hotel room, but 
where’s the experience in that? Step out the door and have some real fun instead. 

In gaming terms, the biggest achievement I personally could hope for would be the transfer of all 
the whining and bickering and flaming energy away from discussion groups and towards multi-player 
bonk festivals. On-line discussions these days are an even bigger waste of time than they used to be - 
they consist for the most part of variations on the theme, “mine is bigger than yours.” Imagine all that 
energy funneled off into the “I’ve got the Biggest Gun” first-person multi-player 3D shooter virtual 
park, and the room it would leave over for the remaining 300 people on the planet capable of engaging 
in real conversation! 

Oh well - it’s not all that bad. There is lots of fascinating information, discussion, engagement and 
involvement out there in the on-line world, and like anything else, as long as it’s “as well as” rather 
than “instead of,” it’s all to the good. Sure, people will probably go gaga over it for awhile, lose all per¬ 
spective on the Other Fun Things There Are to Do with Your Life That Don’t Involve a Computer 
for awhile, regain it and then fit on-line involvement into the course of their daily lives in balance with 
everything else. So far, though, I don’t see the world coming together any better than it did sixty 
years ago as a result of this technology - and at a time when the peace and privacy of every citizen 
on the planet is getting more and more subjected to massive and violent invasion at both the macro 
and micro levels, going off on your own and doing your own thing is looking more attractive than it’s 
ever been. Getting hooked up won’t help if you’re lonely, it won’t help if you need some time to 
yourself, it won’t help if you don’t already know how to conduct a search for in-depth information on 
a favored topic (that takes skill, skill you can learn with or without a computer), it won’t help if you 
don’t already know what you’re looking for. It’s another tool, and for those who know how to use it 
reasonably, it’s an amazing one. But hang off a bit on the assumption that it will bring world peace - 
and solve the limitations in the design of current computer gaming opponents. 

♦ Steve Wartofsky, Editor 
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The Rea! Strategy Game of Money, Pouter £ LUealth 
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The system that 
made America great 
and brought down the Berlin Wall - gives 
every individual the opportunity to achieve his 
very best in life. Now Capitalism, the game, lets 
you try your hand at building your own empire 
among the intrigue, the power and the excite¬ 
ment of the modem financial world. 

You're in control ...at least in the beginning. 

You determine how tough your competition is, 
how wealthy you are, what's happening in the 
world. Then, you set the world in motion. 

Build your assets... but keep an eye on them, 
or you 'll be the victim of a hostile takeover. 
Improve your wealth by raising prices... but 
don't lose customers or you 'll go broke. 

Buy and sell. Profit and loss. Merger and 
acquisition. Winning and losing. They 're all 
concepts at work in Capitalism. If you like real¬ 
time strategy games, you will love the constantly 
changing dynamic challenges of Capitalism. 
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CD ROM GAME 


® I 995 Zombie, LLC All rights reserved. Developed by AnimaTek® International, Inc. Produced by Zombie™, LLC. Distributed by GT™ Interactive Software Corp. Ice & Fire ™ is a proprietary 
trademark of Zombie, UC. AnimaTek® and the AnimaTek logo® are registered trademarks of AnimaTek International, Inc. Zombie™ and the Zombie logo™ are proprietary trademarks of Zombie 
LLC. GT™ and the GT logo™ are trademarks of GT Interactive Software Corp. Tetris® is a registered trademark of Elorg. All other trademarks are the property of their respective companies. 
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On Asteroid IF-i, you are their final hope. 
Your only weapons: ICE £ FIRE. 

Search the complex web of icy mazes 
for clues...unlock the mystery that lies 
within...and blast this planet back to life! 


Developed in Moscow by the creators of 
"Tetris®” ICE £ FIRE is a real-time journey 
that’s^more than hot. More than cool. It’s 
the next logical step in 3D action adventure! 


Reader Service No. 59 


x h o a j s A o T Ti^TAjBxssna uioag s a o j if 3 t m. 






































®he Nexus 



id finally release pictures of 
their Doom-killer Quake. 

So what’s the big deal? 


We’ll know sometime this year as id Software 
bring you their latest shareware offering Quake. 
id have the unenviable task of one-upping their 
own instant classic Doom and Quake is that 
game. While they remain tight-lipped about any 
details (with the usual “when it’s ready” serving 
as the official release date), the various /V/-sters 
have been divulging a bit of information on the 
Internet and other on-line services. More 
than one id employee has stated that Quake 
will be an even greater leap in technology 
than Doom was from Wolfenstein 3D. 

Which you may not be buying. You're proba¬ 
bly looking at these pictures and saying to your¬ 
self, “Y'know, it looks like Doom only a bit bet¬ 
ter. So what’s the big deal?” Well, we’ll see. 
Besides, many games looked better than Doom 
but few played better. Also, these pictures may 
very well be red-herrings and the final game will 
be superior to these pictures. 

One thing that is known about the visuals is 
that variable resolutions will be supported, and 
there could also be support for 24-bit color. A 
graphical touch that id are especially proud of is 
their dynamic lighting, which provides realistic 
shadowing and many interesting effects. 
Unfortunately it looks like everyone will be doing 
that in their latest 3D games, including Bullfrog 
with Magic Carpet 2 and Dungeon Keeper and 



Mindscape with Warhammer 40K. Quake will 
be using texture-mapped polygons for the charac¬ 
ter graphics instead of the bitmaps that Doom 
used, which will allow the characters to have 
more fluid animation. 

Quake is currently being optimized for net¬ 
work play (LAN and Internet), with the ultimate 
goal being a client/server version where anyone 
will theoretically be able to setup Quake servers 
that any number of people will be able to log into 
and engage in some mass genocide (though the 
rumors have it that 20 simultaneous users will be 


the maximum for current servers - it’s a server 
speed limit, not a Quake limit). What it sounds 
like they’re trying to achieve is perhaps the ulti¬ 
mate graphic MUD (multi-user dungeon), minus 
any role-playing. 

Do you want to know about the plot? Yeah, 
right. Like anyone cares. It’s about a Thor-like 
being who carries around a hammer and bashes 
the hell out of everyone. We're sure someone 
already has the movie rights. 

If id decide to give out any information on the 
game we’ll be sure to bring it to you. 



Fantasy General 



One thing that you can say about SSI : they 
know a good thing when they see it! First there 
was the phenomenon which is Panzer 
General, and this holiday season we should see 
its sequel Allied General on the shelves. 
Following that sometime in the new year will 
be the next general: Fantasy General. 


Fantasy General basically takes the battle 
screens out of Panzer General and puts them 
in a fantasy campaign setting. Players have the 
choice of choosing from four character classes: 
Paladin, Warrior, Wizard, and Sorceress. Each 
class has a particular strength. For instance, the 
Paladin character can cast a Heal spell on all 
the troops once each battle. Once a class is 
decided upon, the character starts up his adven¬ 
ture. As he wanders across the campaign map, 
he’ll have both random and preset encounters. 
Sound like a role playing game? Well, in some 
ways it seems to be; only the encounters take 
the form of battles. 

A product called Fantasy General obvious¬ 
ly needs two things: magic and heroes. Sure 
enough, both will be in the game. There are 
both magic users , who can cast fairly tradition¬ 
al spells during a turn (i.e., fireball) and magic 
items , which give a unit a special ability. As a 
result of his fame or just good fortune, a player 
may attract heroes. These affect adjacent 
troops, improving their morale and fighting 


skills, in addition to being powerful units in 
their own right. 

A new feature in this General is research. At 
the beginning of the game, a player can only 
recruit low-level troops, but by devoting gold to 
research, he can “raise the bar” of his green 
troops, so to speak. In addition to mortal 
troops, a fantasy general can research magic, 
beastman and mechanical units. Again, all of 
these will have special attributes. 

If you aren't up to a whole campaign (and 
there are five of them in the game, each based 
on a different continent), an included battle 
generator will whip up a quick scenario for you 
to play. For you multi-player gainers out there, 
play-by-mail is built in. 

Yup, all you fantasy fans who’ve got a 
craving for some strategy gaming will want 
to watch the development of this one. Be 
sure, we’ll have more coverage of Fantasy 
General (and the “it’s more than a rumor” 
Panzer General II) as the pieces start 
falling into place. 
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light Simulator® Flight Shop is the 
advanced aircraft design and 
flight adventure editor, and is all 
you need to create and fly the ultimate 
flight experience for Microsoft® Flight 
Simulator® 5. It encompasses the follow¬ 
ing hot features: 

• With Flight Shop's Aircraft 
Factory feature, you'll 
be able to design, con¬ 
struct, paint and test fly 
your own aeronautical 
masterpiece from hang gliders to 
stealth bombers. Or, if you just can't 
wait to get into the air, a variety of 
ready-to-fly aircraft are included. For 
customized details, add your own 
personal graphics using the photo 
lab. You can even use downloadable 
aircraft designs from various BBS's 
like CompuServe® or BAO's at (217) 
356-3492. 

• Fine tune the flight characteristics of 
your aircraft using the Flight 



Dynamics Editor. Or let your imagi¬ 
nation go wild. Make your design 
true to life or true to dreams! 

The ATC Workshop features of 
Flight Shop let you customize your 
own flight experiences, set goals, 
and include random 
events and visual feed¬ 
back. You can even cre¬ 
ate, file, and fly your 
own Flight Plan. The 
FSS includes a listing of 
most navaids, and airports in 
the U.S. "...Dream Flight 320, 
turn final runway 18, cleared 
to land..." 

BAO is proud to 
bring you Flight 
Shop, the product 
that brings Flight 
Simulator® to life. 

Climb aboard 
today, the sky is no 
longer the limit! 




"...Dream Flight 320, turn final runway 18, 
cleared to land..." 


Create your own flight plan and send 
it to the built-in Flight Service Station 
(FSS) for an ATC controlled flight. 


Flight Simulator Flight Shop 
puts the tools in your hands. 


• Flight Simulator® Flight Shop is 
fully compatible with Microsoft® 
Flight Simulator® version 5.0, 
5.0a and 5.1 

• Includes new exciting ready-to-fly 
aircraft. 

• Fly custom adventures, or ones 
included with the program. 

•Digitized voices bring your Flight 
Simulator experiences to life. Listen 
in on ATC communications. 



Use Flight Shop 
in conjunction 
with these stunning 


scenenes 



Developers of Microsoft: Flight Simulators :, 


Coming Soon to: 

19 Babbages Soft ware ® 


See your local retailer or call: 


(217) 356-0188 

for more information 





©1995 Bruce Artwick Organization, Ltd. Flight Simulator is a registered trademark of Bruce Artwick. BAO is a trademark of Bruce Artwick Organization, Ltd. Microsoft and MS-DOS are registered trademarks of Microsoft 
Corporation. Windows is a trademark of Microsoft Corporation. CompuServe is a registered trademark of CompuServe, Inc. Northwest and the Northwest logo are registered trademarks of Northwest Airlines. All rights reserved. 
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numatcp action From a 
diFFerent perspective! 

When the World Economic Consortium made you a 
Silencer, you were supposed to be the ultimate killing 
machine and follow orders without question. 

You had other ideas. 

Now you fight for the Resistance against your 
former bosses. You’re not trusted, but you’re needed. 

Elite shock troops, killer robots, booby-traps and 
mine fields ... they’re all waiting to get you before you 
get them. But you’ve got the strength, you’ve got the 
attitude and most of all you’ve got the firepower to take 
on the challenge of Crusader: No Remorse — 
ORIGIN’S most explosive game ever! 


























FIRST LOOK 


Curse of Dragor & 
Big Red Racing 



Domark continues their 
onslaught of new releases 


The folks at Domark have a number of releas¬ 
es on the way in the coming months. Here’s a 
few of them. 

Continuing their unending support for the 
Macintosh platform is Curse of Dragor, an 
adventure game. The land of Xorinth was in 
peace until the nasty sorcerer Dragor returned 
from exile. As evil and nasty guys are apt to do, 
he decides to take control of the land and turns 
people into various inanimate objects. It will be up 
to the player to find the people and defeat Dragor, 
restoring Xorinth to its previous glory. 

Dragor utilizes a first-person view and fea¬ 
tures 15 characters, numerous levels of unrelent¬ 
ing evil and creatures ranging from giant ants and 
spiders to headless mummies and various 
Windows 95 users. The graphics are high-resolu¬ 
tion and the game will be accelerated for the 
Power Macintosh. 

And now for something completely different. 
Domark' s latest multi-player game is Big Red 
Racing, an arcade racing game for the PC with 
support for up to six players via an IPX network 
link and two over a modem. The game will 
include 12 different vehicles and 15 tracks. Some 
of the vehicles include jeeps, tanks, hover crafts 
(hmm, Hi-Octane anyone?), cop cars and snow 
mobiles. The game will also support VR helmets 
and add-ons. 


Also down the road will be Terracide, the 
game formerly known as Berzerker, and is the 
next in Domark' s “Sci-Sim” series of games. 



Interplay’s title wave of hits 

What, you mean we might actually see Stonekeep? 



“It’s been hell,” is how Brian Fargo, the CEO 
of Interplay , described the development of 
Stonekeep, the eternally delayed CRPG to be 
released on November 8th, 1995. With a design 
that started in 1987 and production that com¬ 
menced in 1991, Fargo still insists it was worth 
it because “some of the things you get from a 
project that lasts this long, other than a lot of 
debt, is depth, polish and hopefully a classic.” 

As Interplay are one of the only privately- 
held companies left (with major investment 
from MCA), their rise to the top three of game 
publishers is quite a surprise, especially when 
you consider many of their comepetitors got 
there through mergers and acquisititions. 

That’s not to say they’re not open to new 
partners. MCA gives them licenses such as 
Casper, Star Trek (look for Star Fleet 
Academy in 1996) and Waterworld. Early 1996 
will see an action and strategy game based on 
the latter, with the strategy game, called 
Waterworld: The Quest for Dryland, sound¬ 
ing the most interesting. Vince De Nardo 
(Castles, Conquest of the New World) is pro¬ 
ducing the product, and Intelligent Games (USS 
Ticonderoga) are handling the design. De 
Nardo describes the game as “Warcraft meets 
Wing Commander III,” which means the mis¬ 
sion setups for this Syndicate-style action/strat¬ 
egy game will feature full-motion video, some 
of it taken from Kevin’s Gate itself. 

Later this year we’ll see Interplay's, part¬ 
nership with TSR bear its first fruit with 
Dragon Dice and Descent to 
Undermountain: The Flame Sword of 
Hoth. Dragon Dice is an intriguing looking 
dice game (duh!) which appears to have much 
in common with Magic: The Gathering. 
Undermountain is an action role-playing 
game that would appear to be Interplay' s 


Heretic. It’s based on the Descent engine; in 
addition to runing around Interplay promise 
there will be flying spells, just so you can get 
that unique Descent-style motion sickness. 

Interplay also announced they have the PC 
CD-ROM rights to products from Namco , and 
when you look at Gremlin's gorgeous-looking 
Fatal Racing (ooh, an arcade-style racing 
game with jumps and such... Yeah!) and the 
presence of a Ridge Racer coin-op at the 
press conference, well, we can hope that 
we’ve lost the last reason to own a 
PlayStation. Could a PC version of Tekken be 
somewhere down the road, too? 

Obviously the launching most important to 
Interplay was their announcement of their VR 
Sports line of sports games. Obviously pat¬ 
terned after Electronic Arts' EA Sports division, 
the first title we’ll see is VR Baseball ‘96. All 
of the titles will feature full 3D graphics, allow¬ 
ing complete freedom of movement for both 
players and for camera placement. Also nearing 
completion is VR Soccer ‘96, being handled by 
Gremlin. Running in SVGA on a PC, this 
should give incredible competition to EA 
Sports’ upcoming FIFA Soccer ‘96. Also far 
along is VR Golf ‘96, also from Gremlin. 

Down the road expect VR Pool ‘96 (which is 
Virtual Pool’s sequel), VR Basketball ‘96, VR 
Football ‘96, and VR Hockey ‘96. Expect all 
of the releases to trickle out near the start of 
each of their respective regular seasons. 

The funniest part of the press conference 
announcing all of these products was when 
marketing said with a completely straight face 
that VR Sports were going to be the “alterna¬ 
tive” sports brand, appealing to those 
“Generation X” kids into “hardcore and 
extreme” sports and who consider themselves 
“hip.” Yow, can’t wait. 
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GEMSTONE III™ 
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GEnie 


OUR GAMES BLOW' EVERYBODY ELSE’S AWAY! 


AIR WARRIOR® 


If you’re a box sim pilot, it’s time to fight for 
real. Time for multiplayer Air Warrior® on 
GEnie. With up to 100 aces online at a 
time—some of them real fighter jocks— 
you’ll have the dogfight of your life. And 
because all GEnie multiplayer games fea¬ 
ture real opponents, you’ll play a different 


game every time. Not into sims? GEnie fea¬ 
tures 21 other multiplayer games, including 
role playing games and casino games. To 
sign up online, turn on your modem and 
dial 1-800-638-8369. Enter JOINGENIE at 
the prompt. When asked for the offer code, 
enter ANN925. 


FOR UP TO 17 FREE GAME HOURS* 

CALL 1-800-638-9636 

TD1) 1-800-238-9172 (FOR THE HEARING IMPAIRED) 

Some restrictions apply. Must be over 18 years of age to subscribe. For games to be free of charge for up to 17 hours, user must observe the following: 
play in non-prime time (between 6PM and SAM EST); access speed must be set at a maximum of 2400 baud; user must dial into a local access node; 
remain solely in gaming area. Otherwise, normal GEnie usage fees may be incurred during the 17 hour complimentary period. This offer is in lieu of all 
other offers, and is for new subscribers only. Additional long-distance phone charges may apply. Available in US and Canada only. Offer expires 12/31/95. 

CyberStrike and GemStone III are trademarks of Simutronics Corporation. Air Warrior is a registered trademark of Kesmai Corporation. Harpoon is a 
trademark of Game Designers Workshop, Inc. All other names are trademarks or service marks of their respective owners. 
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COMPANY PROFILE 



The upcoming F-16 Fighting Falcon Star Rangers, building on the legacy of the old Atari 800 classic Star Raiders 

(preliminary artwork) 


An early general returns to the sim/strategy battlefield 


Newcomers to computer gaming may not 
realize that “Wild” Bill Stealey was one of the 
founders of MicroProse. Mind you, back when 
this was going on, 64K was thought of as an 
almost infinite amount of RAM, and the 6502 
processor was king. MicroProse was one of the 
companies which defined computer gaming 
back then. 

Now Wild Bill is at it again. His new com¬ 
pany, Interactive Magic, is about to cause a stir 
by in some ways returning to those early days. 
Interactive Magic is a company with a narrow 
focus: simulators and strategy games. Stealey’s 
attitude is that no one can do everything right, 
so he is guiding his start-up towards being a 
dominating force in these two genres. 

Stealey’s design philosophy seems to 
encompass three major issues. First, every 
strategy game should have some action, and 
every simulation should have some strategy. 
Second, every one of his games should offer 
something to the neophyte gamer as well as to 
the jaded old pro. And third, in the near future 
multi-player gaming will grow to become a 
major sector of the market. 

As we write this, 1-Magic' s first product, 
Apache, has just hit the shelves. I-Magic has 
worked with Digital Integration to produce 
what is one of the best helicopter simulations 
we’ve seen. The game includes both an arcade 
flight model (with an invincible mode for 
beginners) for when you just feel the need to 
blast the bejeesus out of something, and a real¬ 
istic flight model for when you’re in the mood 
for some serious sim-combat. 


Next up should be Exploration, developed 
by Software 2000. Exploration has, in fact, 
been delayed for a few months, due to some 
minor but persistent bugs. That’s another part 
of the I-Magic business plan: release no game 
before it’s time. Everyone who has paid to be a 
beta tester (i.e., bought a game only to find it 
riddled with bugs) will appreciate this outlook. 

Star Rangers is planned for this fall. This 
is Interactive Magic's first in-house product. It 
combines space shooter action with a strategic 
mission-planning element. You greybeards out 
there may remember playing Star Raiders on 
the Atari 8-bit machines. Star Raiders was 
the game that pulled Stealey (among many 
others, this writer included) into computer 
gaming. In some respects, Star Rangers is a 
90’s update to this very cool classic game. 

You have the same dilemma of what base to 
protect when, and how the heck you’re going 
to get back to refuel before those enemy trans¬ 
ports get out of range. 

Capitalism, by Enlight Software, may be /- 
Magic's dark horse. This is a business simula¬ 
tion that’s actually <gasp!> fun to play. There’s 
a demo on this month’s CD (and out there on 
the nets) and we urge you to give it a try, even 
if you’ve been bored to tears by business sims 
in the past. One of the nice things about 
Capitalism is that you can attack it in small 
pieces. For a complete rundown on the game, 
look at the feature on page 40. 

The big news when we visited Interactive 
Magic was Dagger Interactive Technologies, 
Ltd's Dynasties (a working title which will 


almost certainly change). Let’s get this right 
out in the open. The game is somewhat remi¬ 
niscent of Civilization. Your job is to guide a 
tribe of followers from their hunter-gatherer 
beginnings to the modern age. The kicker here 
is that the game runs in accelerated real-time 
(er, isn’t that an oxymoron?) and is based on a 
completely 3D world. You’ll be able to 
approach your world from a first person per¬ 
spective, and wander about looking for the per¬ 
fect place to settle, or to build that new school. 
In fact, in the difficult mode of play, you’ll 
only be able to approach the world in 3D until 
you develop the technologies needed to get you 
off the surface and look down. We’ll have more 
extensive coverage of this title soon. 

Looking down the road a bit, I-Magic is 
planning 6-8 titles for next year, though the 
only one they’ll talk about on the record is an 
F-16 Fighting Falcon (working title) simulator 
from Digital Integration, and they’re not saying 
much about that! Suffice it to say that fans of 
the old MicroProse should be quite pleased by 
some of the projects in the works. This should 
come as no surprise, since the same hand is 
guiding this new company. 

At a time when many of the old guard are 
faltering, bleeding red ink or merging into 
megacompanies with no soul. Interactive 
Magic is a bastion of hope for those of us who 
go gaga over sims and strategy games with 
great play value. We look forward to seeing 
what Wild Bill has up his sleeve. 

For more on Star Rangers, keep reading... 
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“A solid hit...can't stop playing"! 

Strategy Pi nr 

- :* C** j>'y . 

‘Big, juicy colorful and %sfe" 

remarkably easy to get into. > 

Its a dream come true...It has the 
potential to become a classic. This is 
empire-building on the grandest scale."! 

PC Gamer 

"A winner! Could become one of the most popular and 
rewarding strategy titles of the year. Promises to appeal to a 

wide audience. Caesar s empii 

destined (or glory...a bona lie 
' T Computer Gaming World 


BUILD A CITY... BUILD AN EMPIRE! 


IBM PC screenshots may vary 
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Star 

Rangers 


Interactive Magic ’s first in-house design is 
Star Rangers, a game that unabashedly pays 
homage to the classic Star Raiders. At the sur¬ 
face, Star Rangers is a space flight “sim.” In it, 
you step into the shoes of a Star Ranger, a sort of 
galactic law enforcer. 

The actual sim part of the game is fairly stan¬ 
dard fare. Your ship has various resources to 
manage: shield strength, laser strength, throttle 
level and energy level. In addition, various 
expendable weapons are available. As in the X- 
Wing series, you’ll have to adjust energy levels, 
diverting more or less to weapons and shield, 
with the leftover being available for the engines. 
In addition, your overall energy is constantly 
being drained (think of it as fuel). 

When your energy reserves run low, you can 
fly into a base for refueling (and repair of any 
damaged systems). Sadly for you, the universe is 
not put on hold while you’re kicking back in the 
spaceport, swilling a few cold ones. The bad 
guys are always on the move. In order to see 
what they’re up to, you’ll toggle on your long 
range scanner screen. 

The scanner screen shows all of your bases as 
well as friendly ships. Each base or ship has a 
scanner range. If any enemy ships are within the 
range of a scanner, you’ll pick those up as well. 
But space is vast, and ships and bases few, so 
there are also space buoys - which have high 
powered scanners built into them - you can drop 
along the way. Should you be struggling with 
big supply gaps (“scanned” space shows up as 
tinted, so this will be obvious immediately), you 
can fly out there and drop a new buoy. The prob¬ 
lem is, while you’re doing that, your enemies 
may be attacking a base, or friendly ships. Time 
management is going to be key in this game. 

Rather than make you fly in conventional 
space to a distant destination, you can use that 
institution of all good pulp science fiction, 
hyperspace. In Star Rangers, hyperspace isn’t 
an autopilot affair. Pick your destination and 
engage your hyperspace engines. You’ll find 
yourself flying through a “tunnel” in space. If 
you keep completely inside this tunnel, you’ll 
arrive exactly where you intended. However, if 
you fly “outside” the tunnel your final destina¬ 
tion will be off, and it’ll be off radically if 
you’ve really blown it. 

Meanwhile, those enemies are still wailing on 
a friendly station! 

Star Rangers ought to keep your adrenaline 
pumping, from the moment you boot it up until 
you’ve wasted the last bad guy. It’s not planned 
as a particularly “deep” title, just lots of good, 
old-fashioned fun. What we saw was still early 
alpha, so we’ll have to wait and see if the game 
lives up to the intended design. 
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War College 


War College (to be published by 
GameTek) is Intergalactic Development 
Inc. ’s newest product. Intergalactic , you 
may recall, were the developers of the 
Universal Military Simulator and UMS 
II. War College continues the legacy of 
the earlier products by being a completely 
3D military simulation, but beyond that, it 
has a completely new look. 

The UMS products had graphics that 
could only be called minimalist. War 
College, while it doesn’t have animated fig 
ures jumping up and down, does have gor¬ 
geous battlefields showing the ripples and 
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Richard H*ron Anderson was bom October 7, 1821 i 
Statesburg, South Carolina. He graduated from West | 
Point in 1842 & was commissioned in the dragoons. 

He served at various posts in the west & was 
eventually promoted to captain by 1855. He 
res^jned from the U. S. Army in 1861 & i 
appointment as Col of the 1st South Carolina. 
After his involvement at Fort Sumter he was 
promoted to Brigadier General In 1862 he was 
given the command of a brigade in 
longstreet's division. He distinguished 
himself throughout the Feninsular 
our paign & was promoted to Major General 
& was given the command of a division 
He was wounded at Antietam & fought at 
Gettysburg where his division was involved 
in the charge on Cemetery Ridge In 1864 he 
took command of the corps after Longstreet 
was wounded He died in 1879 
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folds of terrain by various tricks of shading. 
Armies take the form of 3D battle lines and 
move as an organic whole. As commander, 
you’ll give your units orders along the lines of 
“march to this point,” “wheel right,” or “form a 
hollow square,” and the battle lines will change 
to accommodate your wishes. 

Many aspects of the game are configurable. 
You'll have access to virtually all of the game’s 
database, and so can adjust lethality of various 
types of fire, “weight” the game in regard to 
morale or leadership factors, and the like. 


War College runs in accelerated real 
time, so the budding commander will feel 
the same pressures felt by his or her histor¬ 
ical counterpart. When starting a battle, 
you take command of a small unit, such as 
a corps, and will be given specific orders. 

If successful, in the next battle you’ll get 
control of a larger unit, perhaps a division. 
With continued success, eventually you’ll 
have control of the entire army. 

Beyond the game itself, though. War 
College has a huge amount of interactive 
documentation. For each of the initial bat¬ 
tles covered (Pharsalus 48BC, Austerlitz 
1805, Antietam 1862, and Tannenberg 
1914), you’ll have the opportunity to 
explore all facets of the historical events, 
including information about the various 
weapons and units, biographies of the com¬ 
manders involved, and much, much more. 
Hypertext links will let you surf your way 
through all this data. 

The information contained is both infor¬ 
mative and accessible. The ability to study 
a battle, then flip over to the simulation 
and actually play it out, should reinforce 
what you’ve just learned. Don’t take this as 
a curse, but War College should prove to 
be a very educational product. If you’re 
new to one of these battles. War College 
should provide an excellent introduction, 
and a very interesting gaming experience. 
With luck, we’ll have a review for you 
next month. 
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Choose your species, chart your strategy, forge your destiny... it is time to depart 
this small world. The survival of an entire species is at stake. Ascendancy™ is your 
opportunity to explore and settle a galaxy. Using research and resources, you'll 
design incredible ships, plot fantastic voyages and tempt fate as you explore and do 
battle in distant star systems. Welcome to a universe of unlimited possibilities. 


Manage your resources. Build your future 
It’s the first step to Ascendancy. 


Put your diplomatic skills to the test 
against cunning alien species. 


TM 


ASCENDANCY 

The galactic strategy game of exploration and encounter. 

To Ascend, contact us at http://www.logicfactory.com 



THE LOGIC FACTORY 
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Star 

Rangers 


Interactive Magic's first in-house design is 
Star Rangers, a game that unabashedly pays 
homage to the classic Star Raiders. At the sur¬ 
face, Star Rangers is a space flight “sim.” In it, 
you step into the shoes of a Star Ranger, a sort of 
galactic law enforcer. 

The actual sim part of the game is fairly stan¬ 
dard fare. Your ship has various resources to 
manage: shield strength, laser strength, throttle 
level and energy level. In addition, various 
expendable weapons are available. As in the X- 
Wing series, you'll have to adjust energy levels, 
diverting more or less to weapons and shield, 
with the leftover being available for the engines. 
In addition, your overall energy is constantly 
being drained (think of it as fuel). 

When your energy reserves run low, you can 
fly into a base for refueling (and repair of any 
damaged systems). Sadly for you, the universe is 
not put on hold while you’re kicking back in the 
spaceport, swilling a few cold ones. The bad 
guys are always on the move. In order to see 
what they’re up to, you’ll toggle on your long 
range scanner screen. 

The scanner screen shows all of your bases as 
well as friendly ships. Each base or ship has a 
scanner range. If any enemy ships are within the 
range of a scanner, you’ll pick those up as well. 
But space is vast, and ships and bases few, so 
there are also space buoys - which have high 
powered scanners built into them - you can drop 
along the way. Should you be struggling with 
big supply gaps (“scanned” space shows up as 
tinted, so this will be obvious immediately), you 
can fly out there and drop a new buoy. The prob¬ 
lem is, while you’re doing that, your enemies 
may be attacking a base, or friendly ships. Time 
management is going to be key in this game. 

Rather than make you fly in conventional 
space to a distant destination, you can use that 
institution of all good pulp science fiction, 
hyperspace. In Star Rangers, hyperspace isn’t 
an autopilot affair. Pick your destination and 
engage your hyperspace engines. You’ll find 
yourself flying through a “tunnel” in space. If 
you keep completely inside this tunnel, you’ll 
arrive exactly where you intended. However, if 
you fly “outside” the tunnel your final destina¬ 
tion will be off, and it’ll be off radically if 
you've really blown it. 

Meanwhile, those enemies are still wailing on 
a friendly station! 

Star Rangers ought to keep your adrenaline 
pumping, from the moment you boot it up until 
you've wasted the last bad guy. It’s not planned 
as a particularly “deep” title, just lots of good, 
old-fashioned fun. What we saw was still early 
alpha, so we’ll have to wait and see if the game 
lives up to the intended design. 


HARDWARE 


CH Products'new line 

CH Products , makers of the widely 
respected CH Flightstick Pro, have 
announced their new lineup for Fall ‘95. 
Included are three new joysticks: the F- 
16 Fighterstick (the high end, program¬ 
mable model), the F-16 Combatstick 
(mid-range) and the F-16 Flightstick 
(low-end). In addition, there is the CH 
Throttle and the Pro Throttle, both of 
which are point-and-click programmable 
(with 12 and 20 buttons, respectively). 

For racing fans, the CH Pedals will 
offer both car and plane modes, but 
offer only a pivot motion. In order to 
run all this stuff, the Gamecard Pro 
Automatic which will work on PC’s as 
fast as 450 MHz. 

Mac owners will get two new products 
as well. Both Pro Throttle and CH Pedals 
will be available in Mac versions. 


Yamaha-ha-ha! 

Yamaha Corp. of America (remember 
when Yamaha made mini-bikes?) has made 
the obvious jump from PC speaker systems 
to PC sound cards. The WaveForce 
DB50XG is a daughterboard that connects 
to any Wave Blaster compatible connector. 
It takes advantage of the new Yamaha XG 
MIDI format. Release is planned for Sept. 
‘95, and SRP is $249. 

Diamond in the not-so-rough 

Diamond has announced an MPEG com¬ 
patible daughtercard, the Motion Video 
Player 2000. $249 (or $449 for a version 
with 2 megs of VRAM) gets you accelerat¬ 
ed MPRG-1 audio and video decompres¬ 
sion for 30 frames per second playback of 
MPEG games. The unit is compatible with 
Diamond's Stealth64 Video 3000 Series. 


Domark supports 3D Blaster 

Domark Software, Inc.'s recently 
announced that their upcoming Terracide 
(formerly know as Berserker) will sup¬ 
port Creative Labs, Inc.'s 3D Blaster 
graphics accelerator card. We hope to 
bring you more coverage on 3D cards in 
an upcoming issue. 

In brief... ■■■■ 

QQP is releasing two CD collections. War At 
Sea includes The Grandest Fleet, The Lost 
Admiral, and WWH Battles of the South 
Pacific. Dealer’s Choice has Solitaire’s 
Journey, Bridge Olympiad, and Zig Zag... 
Blizzard Entertainment will be releasing both 
Ware raft II and Pax Imperia 2 in shareware 
versions prior to their commercial release... 
Intracorp will be the distributor of TalotiSoft's 

NEXT MONTH 

Strategy Plus reports from the set of 

Wing Commander IV 

Holiday previews from ECTS 

FEATURES 

Star Control III 
Kingdom O’Magic 
Gender Wars 

CyberMage: Darklight Awakening 

REVIEWS 

Battleground: Ardennes 
Fade to Black 

Magic Carpet 2: The Netherworlds 

TIPS 

Command & Conquer 
Buried in Time 
Apache 

Plus lots more... 


Falcon flies faster 

Falcon Northwest Computer Systems now 
have a 133 MHz Pentium addition their “game 
PC” line of PCs. We’ve just received our 
review unit and next month we’ll let you know 
if it really is “the ultimate gaming machine.” 
For more information, contact them at (800) 
258-6778. Tell them Strategy Plus sent you. 


“Battleground” products, including 
Ardennes and Gettysburg.. .At the eleventh 
hour (too late for our preview). Capstone 
announced that they had signed Brent Spiner, 
Lolita Davidovich, and Ron Perlman to do 
the voices for Chronomaster. ..MicroPwse is 
still thinking about what to call its Master of 
Orion sequel, with Master of Xentari on the 
way out... 



■ ■ 26 


Strategy Plus 




















LOCUS IS GOING TO TAKE YOUR EYES AND EARS FORA RIDE! 

LOCUS IS THE ULTIMATE MULTI-PLAYER VR CAME! NETWORK UP TO 9 PLAYERS! Locha is abouUpeed. It ’a 
about action oh tlie floor. Non-Atop action everywhere yon turn. lt*A about baAhing your opponent 


to get tbe ball... and not getting creamed in the proceAA. Move. CruAb. Score. Until you are victor!- 






oua and ready (or the next challenge* • • the next arena* • • your next chance to become LOCUS* 


For MS-Doa, WindowA*95. and MacOS . 
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SPECIAL REPORT 


Sifting through pasteboard: GEN CON 1995 



This young lady (?), caught prowling around in 
Origin’s Cybermage, would fit in quite well 
with the GEN CON crowd 


On August 1 Oth, hordes of barbarians, 
Klingons, and gamers, gamers, gamers descend¬ 
ed on Milwaukee, WI. The occasion was GEN 
CON 1995, and it was the place to be for role 
players and especially collectible card gamers. 
Computer gamers didn't fare quite as well, but 
there were some bright spots, and even some 
new announcements. In no particular order, here 
are some of the highlights of the show. 

Westwood Studios was running an ongoing net¬ 
work Command & Conquer battle. There was 
a consistent crowd around their booth through all 
four days of the show. Pre-release interest in this 
game seems to be very high, and from what 
we’ve seen, totally justified. The interface is 
transparent, and the action intense. What more 
could you want from a real time strategy game? 

Origin was there showing (in addition to some 
of their older titles) CyberMage and Crusader: 
No Remorse. We had a chance to get some 
hands-on time with Crusader, and all we can 
say is: WOW! Another one to look forward to! 
CyberMage is Origin's entry into the first-per¬ 
son 3D genre. Older titles like Ultima 
Underworld and System Shock were critically 
acclaimed, but apparently didn’t do as well in 
the stores as Origin had hoped. CyberMage 
attempts to hit the perfect balance between 
adventuring depth and action. See our 
September issue for early previews of both of 
these games. 

Next stop was the FAS A booth. Lots of 
BattleTechian stuff happening there, but what 
we wanted to see was SVGA Multi-Player 
BattleTech. From what we gather, the gameplay 
is fairly similar to that of the current, EGA 
Multi-Player BattleTech, but of course the 
SVGA graphics make it look so much nicer, and 
seemed to give more accurate targeting abilities. 
In a brief demo we couldn’t really immerse our¬ 
selves in the overall multi-player world — the 
social side of BattleTech, so to speak. We did 
have a chat with a dedicated fan of the current 
version, and the big picture he described sound¬ 
ed very intriguing. 


Mindscape/SSI was there, showing tons of 
stuff, all at different times. Some of the many 
titles on display included Fantasy General, 
Wargame Construction Set III: Rifles, Silent 
Hunter, Steel Panthers, Angel DeVoid, 
Warhammer Fantasy Battles, SU-27 Flanker, 
Thunderscape, and Entomorph. Whew! 

Hands on time at this booth was limited to 
Fantasy General. Bottom line: if you were 
intrigued by Panzer General but aren’t into 
modern warfare, run out and buy Fantasy 
General as soon as it is released. 

Next stop was Legend. They were quietly 
wowing visitors with demos of Shannara 
(based on the best-selling Terry Brooks novels) 
and Mission Critical, which will feature 
(among others) Michael Dorn of Star Trek: The 
Next Generation. 

Descent was a big hit at GEN CON. It was 
being demoed in its on-line configuration (along 
with Air Warrior) in the GEnie booth, as well 
as in its LAN form in the Interplay booth. The 
latter added some VR eyeglasses to enhance the 
experience. Once we snuck past the line of 
stumbling “blind to the real world” VR players, 
we found a demo of Descent to 
Undermountain running. This builds upon the 
engine used in Descent, and puts players in one 
of those strange creature-filled caverns that seem 
to pop up like fungi in fantasy worlds (what do 
all those critters eat down there, when no adven¬ 
turers decide to come down and offer themselves 
as a snack? A kind of Cartesian dilemma...). 
Anyway, Interplay also had the latest build of 
Conquest of the New World running, and early 
looks at Kingdom: The Far Reaches 2 and 
Dragon Dice. This last one will be to the physi¬ 
cal version of Dragon Dice what MicroProse' s 
version of Magic: the Gathering is to the 
Wizards of the Coast version. It will offer both 
stand-alone and on-line versions. Dragon Dice 
actually looked pretty interesting. 

Koei was showing both recent efforts such as 
New Horizons and Celtic Tales (reviews of both 
in last issue) and the upcoming Romance of the 
Three Kingdoms IV and PTO II. Romance 
IV was actually running on a Sega Saturn, 
(though there will be a PC version) and we’re 
told a mouse controller is in the Saturn’s future. 
There are those of us in the office who gleefully 
anticipate kicking back on the couch, putting our 
feet up, and diving into a Romance of the 
Three Kingdoms IV session. Koei will also 
support the Sony Playstation. We’ll have more 
coverage of both of these titles soon. 

Hidden away in a small booth, IntraCorp was 
showing Witchaven, TekWar, Harpoon II 
Deluxe Multimedia, and Chronomaster. We’re 
told the demo of Witchaven that’s on the nets 
has been generating some very positive feed¬ 
back, but our personal preference in IntraCorp' s 
3D first person lineup goes to TekWar. We love 
the way the bad guys use cover, sneak up behind 
you, and generally act like real bad guys, rather 


than extras from The Night of the Living Dead. 
See this issue for a review of Harpoon II 
Deluxe Multimedia and a preview of 
Chronomaster. 

The curious thing about GEN CON was the 
intensity of people’s feelings towards the com¬ 
puter gaming booths. Gamers who owned 
computers loved having them there. Every 
company’s booth seemed to be doing a brisk 
business, either in curious onlookers for future 
products, or in people with cash to spend on 
current products. The folks who haven’t 
entered the electronic gaming hobby, on the 
other hand, were totally miffed at the presence 
of computers all over the place. I suppose they 
felt that their last bastion of silicon-free space 
has been compromised. 

We can’t imagine this trend reversing, though. 
All the companies we spoke to seemed pleased 
with the results, and really, there aren’t any con¬ 
sumer specific electronic gaming conventions 
(at least not at the national level). Maybe if and 
when Wizards of the Coast gets into the comput¬ 
er end of things (we’ve heard rumours that they 
are contemplating this step, but all they’d tell us 
is that they are diversifying) it will “legitimize” 
our passion to the paper gamers out there. 

Magic: The Gathering continues to have an 
almost cult-like following. One of our most ter¬ 
rifying images at the show was walking to our 
car, the heat index at 110, the air shimmering 
over the concrete surface, and seeing four 
teenagers sitting cross-legged on the pavement, 
playing Magic. 

Overall GEN CON is a wacky and fun place 
to be. Everyone there is an enthusiast of one 
kind of gaming or another. In addition to 
games, there were tons of fantastic fantasy art¬ 
work, booths selling swords and chainmail 
(including our favorite, the chainmail bikini!), 
duels being fought, and sci-fi celebs galore. It 
was really great meeting fans of our mag, and 
we’d like to thank each and every one of you for 
stopping by for a chat. We can’t wait to do it all 
again next year. 

Peter Smith 



SSI’s Fantasy General should be a big hit with 
strategy gaming fans 
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COVER STORY 


CRUSADER: NO REMORSE 




W hat do you get when you combine the best of Relentless, 
Ultima VIII and Syndicate? You get Crusader:No 
Remorse, a new action adventure from Origin. Put away your 
shields and swords and strap on a laser rifle and helmet to enter a 
world full of robots, a set of seemingly endless rooms full of boilers 
and strange equipment, and a series of puzzles and an unfolding 
mystery that other more traditionally adventure-oriented 
companies might do well to pay attention to. 

You’ve read the story - it’s of little significance once you get into the game, except perhaps for 
atmosphere. At least until you get a good ways into it; then the story starts to get interesting. The 
pure gameplay in Crusader itself has atmosphere a-plenty, though - you never know what’s going 
to pop up and surprise you as you rush madly from room to room. 

The best part of Crusader is the gameplay. It’s gorgeous to look at, of course, in a way 
that no movie-oriented or digitized-actor/object-oriented design could ever be; for my 
tastes, at least, these are the kind of cutting-edge visuals a computer game design 
should have. They’re incredibly crisp, wonderfully detailed, fluidly animated, 
and thus easy to lose yourself in. But gorgeous as they are, they fail to 
distract the player from the pace of the game itself - you’ll find 
yourself wanting to stop and admire different areas of the design 
when you can’t, ‘cause there’s some maniac with a laser who’s 
just rounded the corner and is ready for a quick firefight. 
Firefights in Crusader are way more exciting than they are 
in most first-person 3D games, by the way. 

Crusader’s pacing is what makes it outstanding at a 
time when gameplay seems to have become an almost lost 
art in the industry; if it had been set just a bit faster, it would 
be virtually unplayable. If it had been slowed down just a tiny 
bit, it might have proven boring and too easy to fight through. 
As the game stands, you’ll find yourself with just enough time to 
stop and speculate on how to handle the situation you’ve run into without gnash¬ 
ing your teeth over having to enter combination-lock sequences while robots are hailing 
laser-fire all around your head (well, they will do that sometimes, but you’ll have enough time 
and energy left to survive the encounter - just enough, if you’re lucky - and solve the problem 
you’ve been presented). This is a sign of careful game design. 

Similarly, Crusader’s control, once gotten used to, is generally spot-on. You can handle your char¬ 
acter with either the mouse and keyboard combined, or just from the keyboard (my preference), and 
can generate as much of a variety of moves as is typically available for a single character in a good 
two-character fighting game. The player character in Crusader jumps, runs, rolls, crouches, side¬ 
steps, does everything but two-step. It takes time to master more than the basic maneuvers, but if 
you want to enjoy Crusader to the fullest, it’s worth the time to do so (the game can be 

played without mastering more than a few maneuvers, if so desired). Show off your run- 
jump-sidestep-roll to friends watching you play - or perfect some other sim¬ 
ilar combination to handle a particularly tricky combat situation. 
The Al running the computer opponents in the game 
generally seems pretty good - sometimes computer 
characters will accidentally blow each other up while 
trying to fire at you, while other times they’ll pace 
mindlessly behind a wall as you approach them, 
seemingly unable to figure out how to use a door 
- but these are exceptions in the design. Once 
again, the software’s ability to run the opponents 
well, so that they prove just the right kind of 
challenge, is proof of thoughtfulness in design. 

The Al has an interesting element in that if 
you find yourself playing through a particular 
sequence of the game more than once, while 
the puzzles and levers etc. will remain the same, 
your opponents and what they bring to the show 
will vary somewhat. If you’re counting on killing that 
third guard to get his med-pack next time around to 
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survive, don’t make any such assumptions - he may just have some ammuni¬ 
tion, or even just a few credits for you to collect. The game seems to 
regenerate this inventory somewhat randomly upon each restore from a 
saved game. On the other hand, care has been taken in the design so 
that you’re not stuck too often; once or twice I was completely out of 
ammunition with no way to find more (no way to shoot down my “sup¬ 
ply,” in other words), but most times I found characters offered 
up the right necessities upon their demise. Bottom line, 
you’ll get some of what you want most of the time, but 
there are no guarantees. Rather lifelike, that. 

One of the interesting real-time aspects of 
the game is that there are a series of scanner tur¬ 
rets scattered throughout the game. If you man¬ 
age to destroy them before they scan you, you 
prevent the complex-wide intruder alert from 
going off. If they catch you and the alarm goes off, 
you can shut it off if you get to the appropriate 
panel soon enough, but any delays here will result in 

the vector¬ 
ing of 
opponents 
towards your 
area, resulting 
in some pretty 
scary firefights. So 
while you play, you 
have to pay real attention to 
whether or not you can sneak 
past the security systems set up 
to discover you. This makes pro¬ 
ceeding through Crusader a much 
more interesting tactical process than is typical in an action game; your goal 
is not just to move as fast as you can, but rather to move as intelligently as 
you can, to handle both the combat and your overall goals effectively. 

A wonderful quality in Crusader is that the rooms are not just 
static. Most of the objects inside the walls of a room are destroyable, 
for instance; often you’ve got Dungeon Master-like traps, levers and 
puzzles to deal with scat¬ 
tered throughout a level. 

You can use the explosive 
or inflammable qualities of 
some of the barrels and 
structures present in certain 
rooms to good tactical effect 
- if you see an opponent 
who’s impervious to your 
fire, perhaps blowing up that 
furnace nearby will do the trick 

(be prepared to see said oppo- You p|ay paintbaM . nl play targct 
nent run screaming in flames from practice instead 


Jeez, what a mess! And to think I did it 
all myself! 


Yeah, but how do I get into the room 
over thereV. 


the resulting apocalypse, though. Faint-hearts will object, the rest of us will 
just say, “cool!”- or, er, “hot!”). Careful about what you blow up, though - 
even though for the most part the game’s designed to keep you from 
destroying elements which will pre¬ 
vent you from progressing further, 
sometimes you may find yourself 
wiping out structures which 
have been more 
useful left intact. Use 
your judgment in 
this part of the 
game. 

Origin have 
brought their 
movie-making 
approach to 

computer game design to bear on Crusader, but 
lightly - which is a good thing. Various cut scenes 
throughout the game keep you from feeling too 
isolated in your crusade, and remind you of your 
objectives as well as commenting on your 
progress. These scenes are both unobtrusive and 
professional in approach, and take just about the 
right amount of time during gameplay to seem 
appropriate for the medium. Again, an excellent effort 
at balancing the overall design. 

If there are any negatives to Crusader, they’re what 
you might expect with an Origin game. The design’s happiest with a 
full install (many megabytes, hope you have wide-open prairies of 
empty disk space on your hard drive for this one!), likes lotsa RAM 
(16MB isn’t asking too much) and 
of course a fast video card. It runs 
smooth as glass on a P90 or 
faster, given a full install. Smaller 
installs may bring back memories 
of Ultima VII for some people 
on some systems - too much 
hard-disk virtual memory swap¬ 
ping going on. 

If you’ve got the equipment, 
though, the positives significantly 
outweigh the negatives; not since 
Relentless has such an exciting, 
beautiful action adventure shown for the PC. Calling it an action game does 
Crusader an injustice - unless, like me, you consider a well-designed action 
game the epitome of what computer gaming’s all about. In which case, 
Crusader’s one of the best action games out there right now. 


Reminds me of MIT the day after Finals... 


Steve Wartofsky 
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BE AN INDIVIDUAL. JOIN THE MASSES 


COMING OCTOBER 27th 





Take a trip into the third dimension with the suicidal 
superstars from the craziest puzzle game around! Explore 
fully texture mapped, real-time 3D environments packed 
with lunatic Lemming action. Test your wits against this 
all-new brain teaser - it's the most fun you can have 
rescuing rodents! 



PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 3D Lemmings™ 
is a trademark of Psygnosis Ltd. 3D Lemmings is developed by Clockwork Games and based on original characters created by DMA Design. © 1995 Psygnosis. © 1995 Sony Electronic Publishing Company. 
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Europe 


SSI's masterful Advanced 
Simulator Series sails on! 
GNBIV: Burning Steel’ is an 
enormous simulation that 
covers all European theaters 
of war from 1939-1942. 

You’ll have access to the 
Italian, French, Russian and 
British navies — all major 
European ships and aircraft 


present in World War II! 

A Random Battle Generator 
lets you create unlimited 
conflict — from small surface 
engagements to full-blown 
carrier task force battles! 

Use the powerful Scenario 
Editor to create your own 
battles or modify existing 
ones in areas like the North 


To order: coll 1-800-601-PLAY with 
VISA/MC (North Americo only). 


Sea or the Mediterranean. 
For unprecedented control, 
a sophisticated customizer 
lets you alter various aspects 
of the game routines. 

An intuitive, easy to use 
interface, Super-VGA graph¬ 
ics and an astounding sound 
track put this simulation 
right on target! 



Call 1-800-771-3772 
for Game Rating 
information. 


RATINE PENDING 
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FEATURE 




Legend brings the 
novels of Terry 
Brooks to life in 
their latest epic 
adventure 

T he Shannara novels by Terry Brooks are the 
best-selling fantasy books in the world, and 
Legend Entertainment has them. Sierra’s Quest 
for Glory series of games, designed by the 
award winning tandem of Corey and Lori Cole, 
were particularly popular with both the adven¬ 
ture and role-playing crowds, and Legend has 
them, too. The end result? Shannara, the game, 
which sports Legend’s highest budget to date. 

Your first evidence of the improved budget is 
the visuals. The only fantasy game as good-look¬ 
ing is Legend’s last adventure, Death Gate. By 
sticking with a hand-drawn style of art (particu¬ 
larly appropriate for the genre), Legend avoids 
the problems other companies have faced when 



using digitized video. The game features a score 
by the Fatman, full digital voice acting and 
Legend’s usual icon-based interface; however, 
what you really want to know about is the 
story, right? 

The thickening plot 

The story of Shannara is new, and set in the 
world developed by Brooks in the novels. It 
takes place in the missing generation between 
the books, and will feature characters familiar to 
readers of the series (familiarity with the books 
will not be required to play the game, however). 
Brendel, Balinor, Allanon and others make sus¬ 
tained appearances. 

The main plot of the story concerns Brona, 
who in Sword of Shannara was killed. He’s resur¬ 
rected by a Gnome Shaman, Brona’s zealous fol¬ 
lower. Once back, Brona is stronger than ever, 
and now seeks revenge on the people who killed 
him. To guarantee his survival he destroys the 


only thing which can destroy him - the Sword of 
Shannara. He casts a spell that destroys the 
sword. The sword, which wasn’t used to slay 
Brona but possesses the power to show the 
wielder the truth of their life (Brona couldn’t 
deal with it), will need to be reassembled in 
order for Brona to be sent back. 

Unfortunately it won’t be as easy as “find the 
pieces of the sword and go to the local black¬ 
smith.” As Jak Ohmsford, the son of the original 
slayer of Brona, Shea Ohmsford, you will not 
only have to recover the pieces, but Allanon 
informs you that you will also need a magic item 
from each of the different races (your basic 
elves, trolls, dwarves and such) to put the sword 
back together. Not only do you need the items, 
but you’ll also have to enlist a companion from 
each race to assist you. You will have to mend 
old wounds as well as convince your potential 
companions that they need to accompany you 
on your journey in order to defeat Brona and 
restore the sword. 


The Conspirators 

Terry Brooks grew up surrounded by the 
printed word, which eventually bore fruit first 
at Hamilton College in Clinton, New York, in 
the form of an English Degree; later while 
practicing law he was able to complete an epic 
fantasy, The Sword of Shannara. It was published 
in 1977, and became the first work of fiction 
ever to crack The New York Times trade paper¬ 
back bestseller list. By 1986, Brooks was so 
successful he gave up law to become a full-time 
writer. 

Brooks followed The Sword of Shannara with 
The Elfstones of Shannara and The Wishsong of 
Shannara. The prolific Brooks has also authored 
the Magic Kingdom series, which includes The 
Tangle Box, Magic Kingdom For Sale-Sold!,The 
Black Unicorn and Wizards at Large. The 90’s 
saw Brooks return to Shannara with The 
Heritage of Shannara series, which consists of 


The Scions of Shannara,The Druid of Shannara, 
The Elf Queen of Shannara and The Talismans of 
Shannara. His most recent novel is Witches 
Brew, released in April of 1995, and marks a 
return to the Magic Kingdom series. 

Corey and Lori Cole are best known for 
their work with Sierra on the Quest for 
Glory series. In addition to these titles, they 
have also collaborated on The Castle of Dr. 
Brain and Mixed-Up Fairy Tales. Corey is a 
recovered professional programmer (network¬ 
ing, desktop publishing and word processing) 
and has written several scenarios for pen-and- 
paper role-playing games. He is handling most 
of the programming chores on Shannara. Lori 
is writing most of the dialogue for the games, 
and is directing the art production. 

Legend Entertainment first crawled out from 
under a rock called Infocom in 1989, they were 
founded by ex-lnfocommie Bob Bates (who had 
designed Sherlock and Arthur) and Mike 
Verdu (Gateway). Their earliest titles included 


Steve Meretzky’s Spellcasting games, as well 
as Bob’s own TIMEQUEST, which was sadis¬ 
tically hard (something Bob gleefully admits). In 
addition to the Coles, their stable of designers 
includes Meretzky, who still shows up from 
time to time to work on something like 
Superhero League of Hoboken, Glen 
Dahlgren, master of laser tag and designer of 
Death Gate and the upcoming game based on 
the novels of Robert Jordan, Josh Mandel, the 
ex-Sierra yuckster responsible for Freddy 
Pharkas and Space Quest 6 and the man 
who will be responsible for dropping us off at 
Callahan’s Crosstime Saloon, and Michael 
Lindner, who designed Companions of 
Xanth and is currently working on Star 
Control III. In 1994, Legend partnered up with 
Random House, which has given them access to 
all of these licenses, and should mean that your 
favorite fantasy or science-fiction writer may 
one day find their name emblazoned on a 
Legend product. 
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Quest for combat 

Perhaps stealing a page from their own 
Quest for Glory series of games, the Coles 
have included combat in Shannara, but 
they’ve done it in such a way that the player 
should not seek out combat as a means of 
improving their characters. On the contrary, 
combat should be avoided; you can die from it. 
Those who die in combat still stand a chance 
of being aligned with Brona. 

Which brings us to “the Floyd Moment.” Say 
what? What’s that, you may ask? It’s that 
moment in a game where you suddenly feel a 
slight tug at your heart about the choices 
you’ve made in the game. The origin of the 
term is Steve Meretzky’s brilliant Planetfall, 
where you send the robot Floyd to his death in 
order to save yourself. 

Shannara possesses such a moment; 
whether or not Legend can pull it off will 
depend on how well they manage to envelop 
the player in the world of Shannara. At one 
point in the game the player will be faced with a 



choice they may not want to have to make - 
and the choice here can have serious repercus¬ 
sions later on in the story. The end result of 
this is to show you that being a hero isn’t all it’s 
cracked up to be. There’s no glory in saving the 
world - just a lot of hard work and the possi¬ 
bility of death at every turn. 

Legend has a reputation for producing the 
most literary adventure games on the market, 
with detailed plots, believable characters and 
interesting events. If Shannara is successful at 
adding that emotional element, look for it to be 
one of the brightest stars this holiday season. 

Steve Bauman 



Down the 


Callahan’s Crosstime Saloon 

Callahan's Crosstime Saloon, due in the 

middle of 1996, is a game based on Spider 
Robinson’s series of extremely popular (and 
incredibly well-written) novels. Designed by 
Josh Mandel, who’s more known for light¬ 
hearted fare like Freddy Pharkas and Space 
Quest 6, Callahan may surprise some gamers 
by taking on the darker edge of the novels. 

The hedonistic bar is the setting for the nov¬ 
els, time and place Long Island, New York, pre¬ 
sent day. So how is this spacey? The humans 
who hang out there are all a bit odd - some 
are psychic, others possess advanced skills. The 
bar is also frequented by aliens, who for what¬ 
ever reason aren’t bothered in this place. 

As with most bars, a series of regulars drop 
in to pour out their hearts to Callahan, the 
owner of the bar. People walk in and say things 
like, “Oh, the world is going to end tomorrow,” 
and the people of the bar get together and 
solve the problem. That’s the basic format of 
the books, and the game will follow suit. There 
are currently 10 sub-stories the player will have 
to deal with, all of which begin and end at the 
bar. 

What may set the game apart is that it’s 
more about characters than locations and puz¬ 
zle solving. Real people with real problems. 
That’s the theme of the game. It sounds really 
interesting, and we’ll be sure to keep you post¬ 
ed about further developments. 

Wheel of Time 

Glen Dahlgren is the man responsible for 
bringing Robert Jordan’s epic Wheel of Time 
series of novels to a computer near you (the 
game will not be called Wheel ofTime). It’s 
the biggest project Legend has ever done, and 
they’re pulling out all the stops for it. First, the 
technical design of the game is a radical depar¬ 
ture from previous Legend titles. The game will 
be entirely 3D (like Under a Killing Moon) 
and will run in Windows. It will utilize motion 
capture for characters and combat, featuring 
what sounds like an incredibly innovative com¬ 
bat system based on, of all things, current 
fighting games. Visually, Legend are going for an 
immersive 3D game featuring a graphic look 
that’s not reality-based but instead looks like 
the hand-drawn art of Death. 

The world will be alive, with people going 
about their daily routines whether you’re pre¬ 
sent or not. You will control the Dragon 
reborn (something fans of the series will 
understand). The Dark One, who was put 
away by the original Dragon, escapes and the 
reborn Dragon will defeat him. The story is 
incredibly detailed and would take an entire 
article just to sketch out. 

Glen is a very opinionated guy. He’s taken a 
look at all of the 3D designs and analyzed 
everything right and wrong about them. He 
has some great ideas, and his design for 
Wheel ofTime is wildly ambitious. We 
won’t see it until late 1996. 



road... 



Mission Critical 

Mike Verdu’s Mission Critical, which 
should be released “any day now,” is an 
epic space adventure offering a diverse 
and exciting challenge for adventurers of 
all levels. Verdu is knowledgeable about 
hard science, and is thus interested in 
constructing plausible science fiction. 

The game will feature Michael Dorn 
(Star Trek.The Next Generation ) and Patricia 
Charbonneau ( RoboCop II). Full-motion 
video is present, but Legend is quick to 
point out that it’s there mainly to supple¬ 
ment the game. 



MC concerns itself with questions 
about the nature of humanity. Its setting is 
outer space; the player is the only survivor 
on a ship after a battle. Dorn and 
Charbonneau had planned your survival, 
and will lead you along to the completion 
of your first task, which will be to get the 
ship running. Once it’s ready, you’ll be 
attacked by an alien fleet and be forced to 
defend yourself. The combat segments, 
which have drawn a few concerned letters 
from readers, is not a twitchy-arcade game 
grafted into an adventure but rather a 
strategic game which starts out easy and 
gradually gets more difficult. 
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FEATURE 



Is Bullfrog’s latest innovation 
the future of the CRPG? 
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P eter Molyneux, the head of Bullfrog 

Productions and the man many consider 
the finest game designer in the world 
right now, really likes role-playing games. “I’ve 
always wanted to do one. They’re my favorite 
type of games,” he said back in April, “but the 
trouble with them is that they haven’t changed 
one iota since the first Wizardry game [thanks 
Sir-tech ]. In that game you had a group of heroes 
who wandered down corridors killing monsters 
while looking for treasure. That was it.” 

Which is fine for some gamers, but isn’t for 
Molyneux and Bullfrog. No, they don’t do that 
many conventional designs. They usually start 
with something which vaguely resembles other 
titles, then put a hard twist on where they start¬ 
ed, and end up with a unique design as a result. 
Which is an appropriate description of Bullfrog's 
upcoming CRPG, Dungeon Keeper. On the 
surface it sounds like Wizardry with a fancy 
DOOM engine. Dismissing it as something that 
derivative would be missing out on a design 
which could quite possibly be one of the best 
games of the year. 

Stop me if youVe heard 
this one before 

A number of heroes descend upon a dun¬ 
geon, searching for a hidden treasure. The peo¬ 
ple in the town fear the evil Dungeon Keeper, 


who’s recruited a cast of nasty monsters to pro¬ 
tect his bounty. The heroes enter the dungeon 
and defeat creatures in order to earn experi¬ 
ence and boost their stats, with their final goal 
being the theft of as much gold as possible. 

Uh, Mr. Molyneux, what’s the big deal about 
this? It sounds just like all of those 
other CRPGs out there, the ones 
that you yourself criticized. 

“What I’ve decided to do is turn 
it [the CRPG] on its head,” he 
explained. 

Sure. OK. How? 

“With this game you are the evil 
Dungeon Keeper, while up to eight 
other humans over a network can be 
the heroes [or can be computer con¬ 
trolled].” 

Now we’re talking. What Molyneux has done 
is turn the management of the dungeon itself 
into something of a strategy game for one player, 
while making the CRPG aspect of it available to 
the heroes. 

At the beginning of the game, you have an 
army of goblins who build the dungeon for you. 
You start with the bare-bones of a dungeon - 
the treasure room, the center of power and an 
armory. As the game goes on you can upgrade 
these rooms to make them larger, with bigger 
treasure rooms to hold more goodies, bunks for 
your burgeoning army (so your little monsters 


will have a place to sleep at night) and an 
upgraded armory, which allows you to develop 
bigger and better weapons. 

The Dungeon Keeper designs the dungeon, 
placing monsters and traps wherever they see 
fit. Where do you find these monsters? Why 
you advertise, of course. According to 
Molyneux, “These creatures don’t just appear 
out of nowhere. You have to place a job advert 
for them. There’s a job center for monsters that 
you can recruit [them] from.” 

It’s not enough just to hire them. You also 
have to be a good boss so they don’t run off. 
“You have to hire monsters and keep them 
employed. How do you keep a monster 
employed? There are basically two ways to moti¬ 
vate your staff. The first is basically to pay them 
money, but you really don’t want to do that. The 
second, and preferred method of influence, is 
fear. Say you have a band of ten goblins and you 
want to maintain their loyalty. What’s the best 
way to do that? Kill off five of them. Ritual sacri¬ 
ficing is really really important. You have to 
prove to the people below you that you’re evil. 
This is a dungeon, after all.” Joe Stalin would get 
all warm and fuzzy at the thought. 

You can’t just place the monsters anywhere - 
this is a realistic dungeon simulation, after all. If 
you place your giant spiders next to your gob¬ 
lins, the spiders might decide to attack the gob¬ 
lins, or vice versa. Some of the monsters aren’t 
very bright, either. You can send them 
out to patrol certain areas, but if you 
don’t trust them with that task you can 
take control of it yourself, using a 
first- or third-person 3D perspective 
(all of the dungeons are rendered in 
3D, so you can zoom in or out on 
any area). However, if you decide 
to lend a personal hand you’ll 
have to make sure you also keep 
recruiting more help (you can 
never have enough good monsters) and 
managing the dungeon, because here come 
the heroes. 

Hero sandwich 

As the Dungeon Keeper, your ultimate goal is 
to protect your treasure chamber. It is there 
that you store all of your evil money. Your per¬ 
formance early in the game can determine your 
success later on. If you lose focus and a bunch of 
heroes start stealing gold and escaping, even 
more heroes will appear, because they will have 
heard that your dungeon is easy picking. 

Ah, the heroes. In traditional CRPG fashion 
they have stats; one strategy for building up your 
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character would be to enter the dungeon, kill off 
a few creatures, and run away. Return later (fully 
healed, but at a cost), kill a few things, and run 
away again. Stats are kept for the usual physical 
attributes as well as experience and monsters 
killed. One interesting feature will allow 
players to take their saved player around 
with them to other people’s dungeons as 
well. 

Heroes can gain gold by taking whatev¬ 
er is lying around (left by other fallen 
heroes or by particularly wealthy mon¬ 
sters). If a hero manages to make it to 
your treasure room, they can steal trea¬ 
sure. However, they may or may not be 
able to steal all of it - it depends on 
their strength and what else they 
decide to carry. For example, if you 
have two different characters with 
equal strength, the one with the 
heavy and cumbersome longsword 
will not be able to carry as much 
gold as the one with the dagger, but 
if you get attacked by a large drag¬ 
on on your way out, you can’t 
bribe your way no matter what. 


You can also play multi-player on one 
machine. The way this works is that one player 
will use the computer for five minutes while the 
other sits around and stares at the walls. When 
you switch with the other human, the computer 
takes over the inactive player’s game. Basically, 

the Dungeon Keeper will 


Multi-player 

madness 


In multi-player mode players 
could choose to work in tan¬ 
dem to get the gold. One 
could carry weapons and 
defend, while the other carries all of the gold. 
However, I’d hate to be the one with the gold 
and my back turned to the guy with the 
weapons. There’s also another thing that players 
may be interested in doing. If any of the invading 
heroes takes over the center of 
power, that hero controls 
the dungeon and gets to be 
the Dungeon Keeper. Now 
that's cool. 

This is not to imply that 
Dungeon Keeper is only 
entertaining over a network 
(Lord knows the vast majority 
of us don’t have one in our 
house). In single-player mode, 
you are always the Dungeon 
Keeper, but you can build a dun¬ 
geon and the program will record 
everything that you’ve done in a 
saved game. If you give that to a friend, they can 
invade your dungeon as it’s being created on 
their computer. 




work on 

a dungeon, keeping an eye 
on the time and setting things up so the 
other player will have a tough time invading. 
Once that’s done, the other player can invade, 
also keeping an eye on time and making sure 
they do whatever it is they want to do 
before the computer takes over. 

Oddly enough, with the multi-player 
aspects of the design, this game could 
make the CRPG more like a pen-and- 
paper RPG, that is, making it a more 
social event for large groups of people. 
Consider a linked network game where 
the Dungeon Keeper (or dungeon mas¬ 
ter) is building the dungeon while the 
entire office is trying to steal his/her 
treasure. Imagine roaming the halls 
wondering what evil things your co¬ 
worker has in store for you - in many ways it 
could play out as the ultimate DOOM death- 
match, with the main difference being that the 


dungeon is a dynamically changing real environ¬ 
ment. Does this sound like fun or what? 

Who needs graphics? 

On the technical front, Dungeon Keeper 
uses a highly modified version of the Magic 
Carpet engine. This virtually guarantees excel¬ 
lent graphics, with both low and high- 
I resolution modes for your pleasure. 
The speed hit for SVGA has been 
greatly reduced with this new version 
of the engine - even in the various 
stages of development that Bullfrog has 
shown to us we’ve been impressed by 
the speed of the 3D engine (Magic 
Carpet 2, for instance, is reputed to 
be 75% faster than the original). 

The environment is quite realistic. 
Water reflects the surrounding envi¬ 
ronment, and the game features 
dynamic lighting, which means players 
will see flickering torches they can 
carry around with them, thus scattering 
realistically flickering light. Or when you 
shoot flaming missile weapons down 
hallways, the walls light up like they 
should. The sound is also receiving a lot 
of attention, with the “clomp clomp” of 
the heroes being particularly amusing. 


Originality, Inc. 


Bullfrog's games have always been a 
wee-bit different than those from other 
companies. Sure, Hi-Octane was con¬ 
ventional, but what about Populous, 
Magic Carpet and Theme Park? 

While on the surface they may resemble 
other products, extended play reveals wildly 
original games with incredible depth and detail 
which few games manage to achieve. 

We first broke the news of Bullfrog's goals 
with Dungeon Keeper in the June issue of 
Strategy Plus. It sounded like it could be one of 
the best games of the year - however, it was just 
a design. The demo at that time was very crude. 
After viewing the progress shown to us at 
Electronic Arts' San Mateo offices in August, howev¬ 
er, we now reaffirm our belief that this is the rev¬ 
olutionary design which may redefine the role- 
playing genre; and we can’t wait to create devilish 
dungeons to torment and torture each other 
with. What’s a bit of torture amongst friends? 


Steve Bauman 
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P anzer General has been something of a 
phenomenon. The first war game (you’ve 
noticed that SSI was careful not to use that 
term in its advertising?) to really cross genre lines, 
Panzer General has pulled new blood into 

wargaming from the ranks of strate¬ 
gy gamers and elsewhere. The ease 
of play, the construction of a core of 
units tailored to your personal pref¬ 
erences, and the increase in abilities 
gained by these units via experience, 
all seem to be a big part of Panzer 
General’s appeal. Overall good 
looks and multimedia glitz probably 
help with the initial enticement, but 
it’s the playability that keeps us 
coming back. 

Over six months 
after its release (at 
the time of this writ¬ 
ing) the nets are still filled with 
enthusiastic players swapping strate¬ 
gies, starting up email games, and 
most importantly, asking the ques¬ 
tion, “What should I play next?” 

This last has been a tough one, as 
Panzer General is in a league of 
its own. There aren’t many other 
wargames out there that can pro¬ 
vide an increasing challenge for 
beginners while still being fun and 
accessible. SSI has heard your pleas! 

Allied General is headed our way. 

SSI has tapped Halestorm, Inc. to 
do the follow-up, but Panzer 
General Associate Producer Rick 
Martinez is still providing a guiding 
hand, so we can anticipate that the 
strengths of the original will continue into the 
new game. The first, most obvious 
difference is that Allied General 
will run under Windows (opti¬ 
mized for Win ‘95 but the plan is 
for it to run under Win 3.1 I as 
well). The game will ship on CD 
only. If you haven’t found a good 
reason to upgrade yet, this might 
be it! Mac users will also be 
happy to learn that the Mac and 
Windows versions will be 
released at approximately the 
same time. 

As in Panzer General, Allied 
General will have full multimedia 
treatment. Voice actors are being sought to 
ensure that the accents are authentic (you play a 
Brit, an American, or a Russian), and each cam¬ 
paign will have artwork which fits in with the 
nationality modeled. The Russian campaign will 
have an early industrial, rather bleak look, for 


instance, while the American will be all flag-waving 
and Uncle Sam. 

As suggested by the name, you’ll get the chance 
to play as the various allies. There are three 
(almost four) different campaigns. As the British, 
you’ll have the option of starting in the deserts of 
North Africa. Assuming you do well there, you’ll 
be put in charge of the Western Front campaign. 
Russian soldiers are concerned with the Eastern 
Front, of course. Americans start at the Western 
Front, but it will be slightly different from the 
British Western Front campaign (hence it is 
almost a fourth campaign). When you play the 
same battle from the British and American cam¬ 
paigns, the auxiliary units will come from the 
other army. In other words, the auxiliary units in 
a British battle will be the core units in an 
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American battle, and vice versa. Victory condi¬ 
tions should be different as well. It should be 
interesting to see these battles from both sides. 

Obviously, some of the more famous historical 
battles of Panzer General will be repeated in 
Allied General. But again, the point of view has 
changed. So, for instance the Bulge scenario in 
Allied General will begin with the German army 
at the point of their deepest penetration. This 
point is Day I in Allied General, with your task 
being to throw the Wehrmacht back. 

The designers are striving for a bit more of a 
role playing feel to Allied General. When you 
start, you’ll create a character. The game will 
maintain a listing of personal win/loss records for 
this character, as well as keep track of any cam¬ 
paign ribbons or medals he has earned for excep¬ 
tional performance. The character may or may 
not be “international.” If not, you’ll create a char¬ 
acter for each nationality. 

There will be fewer core units in the new game. 
Overall unit density will thus be lower, allowing a 
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database is already pretty well complete, so most new 
units will be varieties of infantry. There has also been some 
consideration of adding equipment which was in develop¬ 
ment when the war ended, but that never saw battle. Dare 
we say it? The “Secret Weapons of Allied General.” 

Multiplayer fans will be pleased to learn that the E-mail 
system is being overhauled. One of the more common 
complaints of the current system is that it can be hard to 
tell exactly what happened during your opponent’s last 
turn. In the new system, when an opponent sends you an 
E-mail move, you’ll be able to examine a history of the 
game so far, and watch a replay of your opponent’s last 

move. Obviously you 
won’t see units that your 
troops haven’t spotted, 
but watching the piece by 
piece movement will 
make clear where units 
are coming from and 
going to. It may also 
teach you something 
about your opponent, 
and bring the face to face 
feel closer to reality. 

As you can see, Allied 
General will offer you more of the same great gameplay that 
you loved in Panzer General, and give you a slicker, more 
refined gaming experience. Newcomers to the series should 
be delighted. For fans of the first game, Allied General 
should be a shoe-in. It ought to take many hours to win as 
the British, the Americans, and then the Russians. After that, 
the scenario editor should keep us happy until the next 
“General”comes along. Might we take to the warm waters of 
the Pacific? SSI isn’t saying, but they have indicated that they 
aren’t anywhere near ready to retire this excellent engine yet. 

♦ 

Peter Smith 


more open feel to the battlefield, with lots of fluid troop 
movements. On average, there’ll be about 35% fewer units 
in an Allied General scenario than in a Panzer General 
scenario. A secondary benefit of this is to get the player 
more focused on the core units, which makes losses count 
even more than they did in Panzer General. In the early 
scenarios, however, players will be given a greater propor¬ 
tion of auxiliary troops to use as “fodder”while learning 
the game system. 

In order to advance in the campaigns, major victories 
(keyed once again to dates) will still be important. If you 
fail, though, it won’t be the end of the war. The Allied 
Command will just find a more experienced commander 
for its troops. You’ll be shipped home, a broken man. 

Again, the intent here is to make the game hit you more 
personally, since the assumption is that, perhaps you could¬ 
n’t achieve victory, but someone else could. 

Another possible major change (though this is still in the 
“pending”file) is to the air modules. First, some history. 
The theory in 
Panzer 

General is that 
fighters are 
actually flying 
brief sorties. 

This explains 
why they can 
remain airborne 
for multiple 
turns; when you 
send them home 
to refuel, it actu¬ 
ally represents them being taken off the flight line for main¬ 
tenance. This theory doesn’t really hold up as well for the 
longer ranges and flight times of some bombers. So, in 
Allied General, the proposed system will have you 
selecting a bomber at an airfield, and giving it orders to 
bomb a specified location. It will fly there, bomb the target, 
then fly directly home. This will much more closely reflect 
historical bomber flights, and is more in line with the way 
such sorties have been treated in many of Gary Grigsby’s 
designs for SSI. Another proposed change is to be able to 
issue orders to a fighter unit to escort the bombers. 
Thereafter, the unit will be attached to those bombers and 
remain with them for the duration of their mission. All 
such proposed changes are an attempt to make the game 
more realistic without losing any playability. 

With three separate campaigns, Allied General should 
provide great play value, and we’re promised as many, if 
not more, scenarios than were present in the earlier game. 
But just in case those ever get “played out,” AG includes a 
scenario editor. You’ll be able to start with any of the 38- 
40 maps used in the packaged scenarios, or one of many 
extra maps included just for user-created scenarios. The 
editor is very flexible, giving you access to the entire data¬ 
base of units and equipment. In this way, you can model 
ahistorical “what if’scenarios, matching weapon platforms 
which never actually met on the field of battle. 

The database will be expanded somewhat, with a few 
new units. Martinez points out that the Panzer General 
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War! 


A pocalypse, 

Armageddon... Doom. 
Even though the last of these 
rather foreboding dates with 
disaster has already graced a 





game, the fact remains that 
they were originally pro¬ 
posed by supposed prophets 
and clairvoyants alike to 
characterize mankind’s final 
chapter - dubiously dubbed, 
judgment day. 


Countless movies, novels and, yes even games 
(Shadowlands, Road Raiders, Twilight 
2000 ) have made various attempts to portray a 
potentially bleak, near future scenario, in which 
mankind must struggle for survival amidst a cold 
and forbidding world racked by death and 
destruction. In virtually every case, all of these 
dark prophecies depict a world in the throes of 
a post-holocaust wasteland. All foretell of a ter¬ 
rible cataclysmic event, be it natural or man¬ 
made, which has crippled modern civilization on 
a global scale. Scavenging, foraging and 
plunder are the norm. Law and order 
are abandoned, or at least deteriorate 
to such a degree that they now ser¬ 
vice a much more primitive code of 
conduct. 

Sad visions of the future indeed, 
they are perhaps best epitomized 
by the archaic Mad Max or 
Terminator movie series. Elder 
observers, however, point to 
Chicken Little, the first syn¬ 
dicated prophet of doom 
and gloom, as the owner 
of the original copyright 
(aw, c’mon, it never 
hurts to inject a lit¬ 
tle levity into a dis¬ 
cussion on the end 
of our world!). 



Mad Max or 
Max Headroom? 

Evidently, at least for the soothsayers at 
MicroProse, a dash of silliness and a pinch of 
global destruction are just what the oracle 
ordered. For although the backdrop of This 
Means War!, their latest tactical real-time 
wargame, is set in a somewhat post-apocalyptic 
world, the method and means of both arriving 
and escaping imminent and utter disaster begins 
on a flippant note (hum it in C Minor for 
Caution). Don’t expect to find the cast of 
Saturday Night Live delivering one liners on the 
bow of the Titanic as the ship slowly slips under 
the waves. What you will find, however, is a 
slightly tongue-in-cheek universe punning pre¬ 
sent day phenomena while parodying various 
legendary military persona. 

To begin, our titanic world has been cast 
into a sea of uncertainty several years prior, 
when the world’s financial institutions are 
besieged by total catastrophe. T-minus one year 
to the second millennium, millions of people 
lose their shirts, savings and jobs as the world’s 
stock markets take a triple gainer into the 
Olympic-sized pool of monetary oblivion. 
Rebounding from such an economic downturn 
is by no means easy. If history serves as any 
guide, war is the usual prerequisite for turning 
things around and reestablish 100% employ¬ 
ment. Fortunately or unfortunately (depending 
upon how you view it) war isn’t immediately in 
the cards. Instead, the world in general, turns 
to computer entertainment, and one game in 
particular, for salvation. Snark Hunt, a simple 
shareware computer game (you see, even the 
name can’t be taken seriously), becomes the 
opiate of the masses. Everyone from little old 
ladies to old fashioned ladies of the evening for¬ 
get about business as usual in order to plug in 
and play the newfangled way. 

Of course playtime comes at a steep price. 

As people soon discover, the game is anything 


but, instead mutating into an encrypted agent of 
destruction. The Ides of March (March 15th if 
you aren’t up on Caesar) takes on new meaning 
as the virus quickly infests and crashes every 
known computer network worldwide. 
Governments and populaces, Uncle Sam and 
aborigine alike, are thrown into instantaneous 
panic. Keep in mind that by the year 2001, inner 
space is the real odyssey. Everything from home 
shopping channels to national security networks 
feed off of computers, now abruptly taken off¬ 
line. No more ATMs, voice recorded messaging 
systems or microwaveable burritos I’m afraid. 
Talk about Doom! 

Power Plants or 
Supplanting Power? 

As the world’s undernourished populace 
seeks to fill refrigerators doubling as closets, lit¬ 
tle regard is being paid to the bureaucrats. 
Governments topple like poorly designed hous¬ 
es of cards. New national boundaries spring up, 
not so surprisingly centered upon restored elec¬ 
trical centers and power plants. Alliances and 
power struggles shift like the Santa Ana winds as 
desperate despots attempt to hold sway over 



“War as they knew it” 
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their beleaguered regions. In the end, several 
resolute leaders emerge, each dominating a par¬ 
ticular swath of territory. This new ruling clique, 
again whimsically drawing their names and per¬ 
sonalities from past notable leaders, eventually 
realize that real, absolute power rests with 
absolute control over the entire planet. 

Sarcastic nom de plumes? But of course. 

First, there’s Napolienne, who believes herself a 
reincarnate of the former French Emperor. A 
lean, mean, exotic fighting machine, she domi¬ 
nates the Fourth Empire, which includes most of 
western Europe and Quebec. Then there’s 
Mondo Khan, a young, Schwarzenagger-esque 
warrior who traces his ancestral lineage to the 
Khans of old. The Mongol Horde, his fast 
sweeping mobile army, controls the vast hinter¬ 
lands and jungles of Asia, 
from Siberia in the north to 
Vietnam in the southeast. 

Next up, Sheik Omar. Older 
than his rivals, he sits atop 
the throne of The League of 
Eastern Nations. His vast 
empire extends from the 
Middle East to East Africa and 
as far east as the south sea 
island chains. While he tends 
to deploy the latest weapon¬ 
ry, he rarely spends the requi¬ 
site time or resources to 
train his cadres on their 
proper use (wink, wink). 

‘Shadowhawk’, on the other 
hand, is an intelligent recluse who leads The 
Shadowhawk Battle Forces. His domain is hap¬ 
hazardly scattered about the globe. 

Crocodile Ghandi stands as the spiritual and 
military leader behind The Church of Universal 
Siblinghood. Stretching from the shores of South 
America to the Australian outback and back out, 
Ghandi advocates non-violent methods to 
achieve territorial nirvana, but only to a point. 
When push comes to shove he’ll defend his 
homeland like any other species on the food 
chain. Countess Anastasia Romanov is a bit of a 
mystery. “The classic femme fatale”, as Katherine 
Lawrence, the game’s story editor concedes, 
presides over The Romanov Pact. Her territo¬ 
ries span the Scandinavian and old Russian 
Empire, runs south into Eastern Europe while 
maintaining a foothold in the Congo. Ruthless to 
the nth degree, she’ll stop at nothing to attain 
total world power. ‘Major Victory’represents 
the consummate American general, a comfort¬ 
ably familiar throwback to the forties and fifties, 
in the same mold as George S. Patton. Leader of 


The New American Armed Forces segment of 
the Free World Alliance, his dominion extends 
from North America down into Central 
America and even the Carribbean. Convinced 
that the world still needs to be saved from 
creeping Communism, he’s one live wire the 
player needs to keep an eye on. 

Rounding out the character credits are 
General Forest Walker Adams, leader of the 
entire domestically and internationally based 
Free World Alliance (the good guys!) and his 
able assistant Major Cassandra Clarke. The play¬ 
er, dubbed ‘Hotshot’, is placed in command of 
the Free World Alliance Forces deployed out¬ 
side of North America and it’s up to him, you 
(whatever) to restore the world to the new 
order of old (clear?). 


This Means War! 

might wage war over a 
miniatures battlefield but 
shell shacked gamers 
may swear it too closely 
resembles the real thing. 
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“Full scale mobilization in HO scale’ 


Naturally enough, each of these villains and 
villanelles are motivated quite differently, possess 
varying degrees of military and economic 
prowess as well as create their own version of 
post-apocalyptic utopia. Therefore, strategies 
and tactics that meet with success against one 
opponent may not produce the same set of 
results against another. 


5imWar 
WarSim? 


The game begins with General Adams suc¬ 
cumbing to murder most foul. Major Clarke, 
Adam’s former aide, informs the player of the 
dastardly deed then offers her invaluable ser¬ 
vices as a military liaison. It’s then up to the 
player to deal, not only with the other regional 
rulers, but with the overthrow of the despicable 
‘Major Victory’as well. Talk about bad days! 

Backdrop aside for the moment, This Means 
War! entails successfully navigating a campaign 
game consisting of forty progressively more chal¬ 
lenging scenarios. Each diabolical conflict not 
only acquaints the player with any one of the 
central antagonists, but in so doing introduces a 
variety of new weaponry, structures, terrain and 
assorted other goodies along the way. Segues 
are chock full o’nuts, er, digitized voice-over 
bites of sarcastic characters just itching to 
scratch you off their A list. Each character is 
scripted to accommodate a variety of situations 
and dialogue dependent upon how well the play¬ 
er is doing. A certain amount of taunting, teasing 
and daring comments are exchanged with the 
player which further helps to flesh out the intri¬ 
cate game universe. 

Each of the varied conflicts is waged on a 


sprawling isomet¬ 
ric playing field, 
complete with all 
manner of miniature 
weaponry, fauna and 
structures. Play begins 
with each side controlling 
a small nucleus of units, 
structures and territories 
which are further augmented 
through prodigious resource 
and battle management. The art¬ 
work, mind you, is nothing short of 
awe-inspiring. Each of the building’s, 
units and terrain features are exquis¬ 
itely detailed, highly reminiscent of 
Maxis' SimCity 2000. The game is 

certainly not meant 
for the weak-kneed, 
art aficionado though, 
since combat is handled in gut- 
wrenching, real-time, think-as- 
you-blink action. Missiles and 
shells hurtle back and forth 
while digitized explosions pot- 
mark the landscape. All in all, 
clever wargamers and strate¬ 
gists should have a blast coming 
to grips with the action. 

Furthermore, This Means 
War! is being designed with 
the express intent of supporting 
both modem and network play. 
Developed to run under 
Windows 3.1, the designers have indicated that 
the modem and network version of the game 
will require Windows 95, which should have 
strutted out by the time you read this. 


Teutonic or 



Jeff Johannigman, or Johann as he prefers to be 
teutonically hailed, has stood head and shoulders 
above his Lilliputian creation for over two years 
now. The mild-mannered Johann continually likes 
to analogize This Means War! (formerly known 
as Little Wars, H. G. Wells tie-in intentional), 
as ‘SimCity goes to war.’Well, if early looks 
serve as any judge, then he’s certainly presiding 
over a fascinating microcosmic case study. This 
Means War! might wage war over a miniatures 
battlefield but shell shocked gamers may swear it 
too closely resembles the real thing. ♦ 

Marc Dultz 



They shall beat their plowshares into swords... 
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The NEAR FUTURE looms ahead on the horizon like a toxic cloud. 

Knowledge is power. Technology is deadly. And the information 
highway is littered with ROAOKILL • It’s the world of Command &> 
Conquer™ the frighteningly realistic new strategy game from the 
creators of Dune™ U. Here, your quick thinking is REWARDED with 
victory; your INDECISION # death. You will choose your side. Build 


your bases. Gather resources. Attack enemy strongholds. And react 


as if your life depended on it. Because it does. Your 


WEAPONRY? 


Unlike any you’ve experienced before. Hoards of futuristic fighter 
craft. THUNDERING 50-gigawatt ion cannons. And the terrifying 



Devil’s Tongue flame-thrower. Your only ally? A constant barrage 
of satellite news reports from the front. But BE WARNED I One 


ill-planned 


ATTACK 


and you’re a statistic. Command & Conquer. 


Two compact discs packed with real-time, right-now action, over 60 
minutes of intense full-motion video, and a ton of JAW-DROPPING. 
3-D rendered gameplay that’ll take you headfirst into the thick of 

RATTLE . Now that’s something even amateur WARMONGERS will 


appreciate. Just call 800-874-4607 to order direct or visit your 
nearest retail outlet. If you would like more information, 


please contact Westwood Studios on the Internet: 


www. westwood. com 
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W hen Capstone first announced they 
had teamed with the late Hugo and 
Nebula award-winning author Roger 
Zelazny on a new graphic adventure game called 
Chronomaster, we were skeptical. Capstone 
have had, how shall we say it, a unique way with 
licenses in the past, with gems such as The 
Beverly Hillbillies revealing their prowess. We 
were skeptical until we heard that DreamForge 
Intertainment were signed up as the developer. 

DreamForge, for those of you who haven’t 
heard of them, are well respected for their line 
of CRPGs, mostly for SSI, including The 
Summoning, Veil of Darkness, Ravenloft 
and Menzoberranzan. This game represents 
something of a departure for them, as it is a 
more traditional point-and-click adventure game. 
The team’s experience with the creation of a 
detailed world for their CRPGs shows through 
in this design as well, however. The game also 
bears the indelible imprint of the late Zelazny, 
who was actively involved with the project up 
until his untimely death. His design partner, Jane 
Lindskold, completed the project under the 
most difficult of circumstances. 

The plot thickens 

It all starts with an event called the Pasqua 
Wipeout. Seven pirate leaders descended upon a 
world called Pasqua and stripped it of all of its 
wealth, killing or enslaving all of the citizens. The 


wealth the pirates received 
was enough to allow them 
to purchase new identities 
and eventually commission 
custom-designed pocket uni¬ 
verses for themselves. It is 
there that they choose to live 
our their remaining years. 

After a few years, someone begins to shut 
down pocket universes, and no one is able to fig¬ 
ure out why. The Terran Regional 
Representatives contact Rene Korda, a semi- 
retired specialist in the creation of the pocket 
universes, and request his assistance. Through 
his investigations, Korda will have to travel 
through six different stasis-locked worlds and 
jump-start them with various tools of the trade. 
Each universe will present unique challenges 
because of the fact that they each have their 
own physical laws and inhabitants. To top it all 
off, restarting a universe tends to piss off the 
owner and creator of it, since it requires that 
Korda solve a puzzle of their design (it must be 
an ego thing). 

There are multiple solutions to most of the 
tasks which Korda is required to complete. If he 
is clumsy and alerts the enemy to his intentions, 
they may escape and join together and lie in wait 
for him to make the wrong move. If he is forced 
to kill his opponents he may incur the wrath of 
the Terran Regional Representative for his vigi¬ 
lante style of justice. 


As Korda 
continues his 
investigation he 
will discover a 
secret which 
will cast a new 
light on this 
mystery. Can it be related to the Pasqua 
Wipeout and that catastrophe’s lone survivor? In 
all the universe, only Rene Korda stands a 
chance of finding the answers and returning jus¬ 
tice to the stars. 

The game 

If you’re thinking, “gosh, a puzzle to unlock the 
world. How convenient. I bet they’ll work that in 
somehow,”then you’re absolutely correct. The 
game puts the players in the shoes of Korda, and 
it will be up to you to figure out how to solve 
the various puzzles in each universe, many of 
which have multiple solutions, which can lead to 
multiple endings. 

You will travel through the six different worlds, 
each of which are rendered in extremely 
detailed and colorful SVGA graphics. The fiction 
has allowed the artists and designers to create 
worlds which are different in any number of 
ways, from terrain to the inhabitants. You’ll play 
the game using a simple point and click interface 
utilizing the standard mouse-based interface. The 
icons can be cycled either through using the 


DreamForge team 
with the late Roger 
Zelazny on a universe 
spanning adventure 
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right mouse button or the icons and inventory 
can be made visible at the top of the screen with 
just a mouse-click. 

Corner pocket 

To understand the world of Chronomaster 
and the things you’ll have to do in each universe, 
here’s a rundown of some of the main compo¬ 
nents of the game world, as created by Zelazny 
and DreamForge. 

Most of your time spent in the game will take 
place in the various pocket universes, which 
operate as separate realities from the regular 
universe, referred to as Universe Prime. Within 
each pocket universe a completely separate set 
of physical laws can exist, all of which are deter¬ 
mined by the architect of the universe. By 
manipulating the various levels of quantum prob¬ 
ability, the architect can alter physical laws in 
such a manner that allows magic to exist, or can 
cause the laws of chance to be skewed from one 
extreme to the other. All of this accumulation of 
weirdness allows landscapes which make no real 
physical sense and which can be populated by 
strange and unusual creatures. 

As one would expect, the ability to do this is 
limited to certain individuals called 
Chronomasters - of which Korda is one - and 
who don’t work cheaply. As was the case with 
the planet builders on Magrathea in Douglas 
Adams’ Hitchhiker’s Guide to the Galaxy, only the 


You will travel 
through the six 
different worlds, 
each of which are 
rendered in 
extremely detailed 
and colorful SVGA 
graphics . 


most wealthy individuals 
can afford to create their 
own universes, because the 
costs and resources 
required are substantial. 

There is one thing each 
pocket universe has in com¬ 
mon. At its center lies a control nexus which is 
controlled by a device known as the World 
Key. This device is what regulates all of the 
physics and variables of the artificial universe, 
and is what keeps it separate from Universe 
Prime. By manipulating this World Key it is 
possible to leave a pocket universe in stasis, 
where all quantum wave forms cease to col¬ 
lapse and motion stops. 

If a universe is in stasis you still have a way to 
travel in that world. You carry a supply of 
Bottled Time, generally worn as a small field 
generating sphere that surrounds the user, and 
everything in contact with this field can move 
while the surrounding area is frozen in time. The 
radius of the field is a few feet, and whatever 
falls within the field will continue its motion. In 
other words, someone could shoot a bullet and 
once the universe was in stasis the bullet would 
hang in mid-air. If you were to walk in front of 
the bullet, the bullet would continue its flight 
and you would be dead. 

The Chronomasters are the only people who 
possess Bottled Time, and the knowledge need¬ 
ed to manipulate a World Key. There are certain 


devices, which 
each 

Chronomaster 
possess, that 
allow the 
World Key to 
be located. The 
Resonance 
Tracer is used 
to establish a 
resonance field 
(of course), 
which locates 


the general area 
of the World 
Key. To establish a resonance field, the Tracer 
must be placed exactly on Magnetic North. The 
Direction Finder is a hand-held homing device 
which gives you the exact location of the key. 
Once the World Key is located, it takes the form 
of a puzzle designed by the universe’s creator. 


An important game 

This project has a lot riding on it. The quality 
in the early form reveals that Capstone are seri¬ 
ous about shedding their reputation for medioc¬ 
rity and becoming a serious player in the gaming 
market. Just by teaming up with DreamForge 
they’ve done much to improve their credibility, 
but it is the world Zelazny has come up with 
that looks like the big draw. It appears well 
thought out and professionally constructed, with 
hard science to back up its conceptualization. 

The credits for the program say “In memory of 
Roger Zelazny.” If the promise shown in the 
story and play carry through to the final pro¬ 
gram, Chronomaster will be a fitting conclu¬ 
sion to a great career. 

Steve Bauman 
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Warcraft II: 
Tides of 
Darkness 

More frantic mayhem 
from Blizzard 
Entertainment 

B efore we begin, let’s put our cards on 

the table. There are times when, no mat¬ 
ter how we try, we cannot erase all bias 
from our reporting. The fact is, we enjoyed 
Blizzard Entertainment's Warcraft: Ores and 
Humans immensely, and we’ve been chomping 
at the bit for a look at Warcraft IhTides of 
Darkness. We fully expected to be delighted by 
the new game. Just so you know where we’re 
coming from... 

This being a preview, we (as always) refuse 
to give a definitive recommendation. Too 
much can happen in the last weeks of a prod¬ 
uct’s development for us to assume that the 
game you buy will be the equivalent of the 
alpha or beta we played. But, we will say that 
booting up Warcraft II was like reuniting 
with an old friend. 

For those of you who’ve never seen the earli¬ 
er game, a brief recap. Warcraft: Ores and 
Humans is a real-time strategy game in which 
players have to not only guide their troops into 
battle, but also build up an economy to support 
the war machine. Peasants or peons (depending 
on whether you are playing the human or orcish 
side) are sent to mine gold or harvest lumber. 
These resources are then used to build farms to 
feed the populace, various industries to create 
new troops, walls, and the like. 

What keeps the game interesting is the con¬ 
stant, rapid decision-making required of the 
player. Back in the village, the silly peasants 
might get themselves all tangled up with each 
other, or may stand around waiting stupidly for 
orders. If you dote on them, though, in the 
meanwhile your troops may be getting slaugh¬ 
tered on the front lines. You never seem to 
have quite enough time to issue all the orders 
you want to, or quite enough gold to build all 
the troops you need. 



Ores to the left, humans to the right. Now take 
to the skies! 


Warcraft is also kept fresh by having different 
types of missions, and two complete campaigns 
(one from the human side, and one from the ore 
side). When you’ve finally played all of those, 
head to head options allow you to take on a fel¬ 
low veteran of the war. 

All this and more! 

All of which applies once again to Warcraft 
IkTides of Darkness. Everything you loved 
about the first game is back here, plus more. Of 
course, the flip side of the coin is that if you did¬ 
n’t like the first game, it isn’t very likely you’ll 
enjoy this one. 

So what did those carefree devils at Blizzard 
brew up for us this time? First of all, Warcraft 
II now runs in SVGA mode, and it looks darned 
pretty. All the little critters are much more 
detailed than they were in the first game. The 
maps are also bigger. Much bigger. This makes 
the scenarios potentially longer. In one of the 
demo scenarios, for instance ( Blizzard 
Entertainment sent a special demo version to the 
magazines... when you continually click on a unit, 
it starts spouting off things like “Your publication 
is the finest in the land!,” “Remember, a good 
review for Warcraft II,’’and finally “Have we 
kissed your butt enough yet?” You can’t help but 
like these folks), we had a chance to build quite 
an extensive village before ever encountering the 
enemy. This was something of a unique experi¬ 
ence for us, since in the first game you were 
lucky to throw up a few initial defenses before 


the enemy started harassing you. 

The next thing you’ll notice is the fog of war. 
As in the first game, when a scenario begins, the 
map is nothing but inky darkness. Sending out 
troops to explore the world reveals the terrain, 
but once these units return, the exposed terrain 
is greyed over. What this means is that no one is 
watching this area, and if it isn’t being watched, 
the enemy can sneak up on you. It takes quite a 
while to get used to this approach, but it adds 
immeasurably to the game. You have to send 
out scouts and spies if you want to know what 
the enemy is up to. No more seeing his army 
leave a village on the other side of the map 
while all your units gather together in a defen¬ 
sive position. And of course, your forward 
observers will be cannon fodder, unless they can 
run back to base faster than the pursuing army. 

New units, new techniques 

What would really be helpful is to be able to 
look down on your enemy, and now there is a 
way! Yup, Warcraft II includes air, as well as 
naval, units. Airships float over the terrain, and 
make great observation platforms. Naval units 
are even more fun. Think of them as floating cat¬ 
apults which can hang off shore and wipe out 
your enemies from a distance. 

In order to build these new units, you’ll need 
new supplies. In addition to gold and lumber, 
Warcraft II has ore and oil. Ore is mined from 
mountains in much the same way that timber is 
harvested. Oil is another story. All oil comes 
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This series shows the progression of the orcish town. From town hall to keep to castle, their architecture just gets uglier & uglier 


from the sea. First you build a shipyard, then 
you build a tanker. Send the tanker out looking 
for oil (it has a “magic radar”for this purpose), 
then order it to build an oil rig. After that, the 
tanker transports oil from the rig to the ship¬ 
yard, or to an oil refinery if you’ve built that. 


The orcish pirate scum faces off against the hon¬ 
orable navy of the humans 

Remember how you studied the best layouts 
for your town in Ware raft? Well, forget all that 
now. Roads are a gone thing, so towns can be as 
spread out and as far flung as you’d like them to 
be. This is a nice feature, as you can now (for 
instance) build your lumber mill near the forest. 
Instead of carrying everything back to town hall, 
your peasants/peons will carry it to the appro¬ 


priate building, if it exists. So, for example, the 
peasant cuts down some trees, and carries them 
a few steps to the mill, and returns immediately. 
A foundry acts the same way for ore, and the 
aforementioned oil refinery for oil. Since these 
resources can be far from town, this is yet 
another decision to worry over. While it’s all 
well and good to have your foundry near those 
mountains half way across the map from your 
town hall, you also have to think about how 
you’ll defend it. 

Speaking of town hall, it can now be upgraded 
to a keep, and then to a castle. And once you 
have a keep, you can build a second town hall. 
There is definitely room on the map for more 
than two villages, so if you want to build a com¬ 
plete backup base with town hall, farms, bar¬ 
racks etc, you can now do so. 

The new buildings complicate matters when it 
comes to building new units. The toughest 
requirements are those of the knights or ogres. 

In order to build a knight you’ll need to upgrade 
your town hall to a keep, and build barracks, sta¬ 
bles and a blacksmith (or stronghold, barracks, 
ogre-camp and blacksmith, for the ore side). This 
adds to the sense of discovery and completion as 
you finally get your economy geared up for 
knight building. You’ll need varying amounts of all 
four resources to build your buildings. 

By the way, don’t take any of this as a compre¬ 
hensive list. The Blizzard wizards are still work¬ 
ing hard; we’re sure there are some surprises 
we didn’t see in the version we were sent. One 
thing we’re told will be in the final are cut 
scenes and a more comprehensive story line 
than was present in the first game. 


More challenges than you can 
shake a stick at! 

OK, so you’ve completed both campaigns, 
now what? Well, how about you and five of your 
buddies getting together for a multi-player game 
over the company network? Don’t have a net¬ 
work? Then how about over an as-yet-to-be- 
determined on-line service? You say you don’t 
have five buddies? Then you spend too much 
time playing games, but that’s another topic. 

After you beat the campaigns, Blizzard offers 
you veteran scenarios. You can’t access these 
until you beat the regular campaigns. Now, 
when those are through, you’ll have to turn to 
the (ta-daa!) included scenario editor! Yes, 
Blizzard has felt your pain, and now they’ll let 
you build your own scenarios from scratch. We 
can’t wait to see what pops up on the nets... 

Around the Strategy Plus offices, we’ve been 
worried while waiting for Warcraft ll:Tides of 
Darkness. While we all enjoyed the first game, 
our fear was that the additional units and rules 
would bog the game down. Well, now we can all 
relax. The additions provide interest, and (along 
with the increased map size) contribute to the 
sheer length of the scenarios, but they do not, 
in our opinion, detract from the playability of 
the game. This is still the Warcraft that delight¬ 
ed (or infuriated) you last Christmas. Barring 
some major last minute snafu, if you enjoyed the 
first game as much as we did, you’ll definitely 
want to watch for sequel! 

Peter Smith 



The humans build these lovely structures in their town center. Again, from left to right: town hall, keep and castle 
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Anatoly Kvotchur, Russia’s 
top test pilot, knows the 
real Su-27 better than 
anyone in the world. His 
role as technical advisor 
ensures a simulation of 
the ultimate in accuracy. 
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I t’s no rumor, the Russians are 
coming. And they’re bringing the 
most amazing flight simulator 
you’ve ever seen — the first to take 
full advantage of state-of-the-art 
Windows? 95 technology! 

Modeled after the awesome Su-27 
fighter by a team of Russian aerospace 
professionals, SSI’s Su-27 FLANKER 
is being hailed as the most realistic 


| model of unprecedented 
'—this is the definitive 
flight simulator. 

irful, user-friendly training 
vers every aspect of flight 
rnent, as well as weapons 
techniques for all weapons 


nean region and features liypo- 
ical hostilities between Russian 


optionally powerful, multi 
sion Editor involves you 
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WINDOWf 95 and 
PC-DOS CD-ROM for 
IBM & Compatibles 


“It’s the sim we’ve been dreaming 
of all these years... Su-27 is quite 
literally a dream come true. ” 

— STRATEGY PLUS 

“...Su-27 exhibits considerable 
potential to unseat Falcon 3.0 as 
king of the hard-core simulations. ” 

— TOM BASHAM, COMPUTER GAMING WORLD 


“...the most 
detailed flight 
sim we at 
PC POWER have 
ever seen. ” 

— PC POWER 


TO ORDER: Visit your retailer or call 1-800-601-PLAY 



with Visa or MasterCard 
(North America only). 


AIR SUPERIORITY 
REBATE! 



We’re so sure that 
Su-27 Flanker is the flight 
simulator of choice that 
we’ll send you $10.00! 
Just tear off your original 
manual cover from either 
Falcon 3.0 or Microsoft 
Flight Simulator 5.0, and 
send it to us with your 
S*/-27proof-of-purchase 
(originals only please— 
no copies). 

Offer ends March 31, 1996. 





A MINDSCAPE® COMPANY 


FLYING LEGENDS 


Call 

1-800-771-3772 for 
Game Rating info. I mmrfitnl 


SU-27 FLANKER is a trademark of The Fighter Collection. 
©1995 Strategic Simulations, Inc., a Mindscape Company. All 
rights reserved. Windows and Microsoft Flight Simulator are 
registered trademarks of Microsoft Corporation. Falcon 3.0 is a 
registered trademark of Spectrum Holobyte. 
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I REMEMBER MY FIRST GAME OF WOODEN 

Ships and Iron Men as if it were yes¬ 
terday, DESPITE THE FACT THAT IT TOOK 
PLACE 18 YEARS AGO. 

That day I assumed command of the USS Constitution (“Old Ironsides”) 
and confidently sailed forth to give battle to HMS Java, a Royal Navy frigate 
of significantly less strength than the Constitution. The Constitution was 
the pride of the US Navy. In the real battle between the two vessels, 
which took place on December 29th, 1812, the Constitution captured 
the Java handily in two hours. 

When the battle was over in less than 15 minutes, my opponent rose 
from the table and remarked with a tone of condescension — and per¬ 
haps a smidgen of pity — that I might do just a little better next time if I 
learned how ships actually sailed. It was not a good idea, he declared, to 
try to sail a ship directly into the wind. 

Well, it took 18 years, but I am right smack in the middle of Wooden 
Ships and Iron Men again. Stanley Associates, the developer of 5th 
Fleet, is designing a WSIM computer game in conjunction with Avalon 
Hill, and we are now nine months into the project. Unlike my first experi¬ 
ence with the game, this time I know what I’m doing. Actually, back in the 
late 1970’s, I designed my own sailing ship simulation for SPI, a game called 
Fighting Sail, so my deep interest in the subject goes back a long way. 

One of the best selling wargames of all time, WSIM is the perfect can¬ 
didate for computer conversion. In the early days of the project, we 
decided that we would not allow ourselves to be bound irrevocably to the 
board game. In our view, WSIM’s best elements are its simplicity and its 
ability to capture the flavor of ship-handling in the age of sail. We decided 
to maintain and enhance these features. On the other hand, the original 
game’s use of a conventional wargame hexfield did not make sense in the 
computer format. We therefore decided to dispense with the hexes in 
favor of a far less restrictive movement system. The computer game now 
uses eight cardinal directions (N, S, E, W, NE, SE, SW, NW), as opposed 
to six in the board game. Ships in the computer game are now judged to 


be in one of seven positions in 
relation to wind direction, as 
opposed to only five in the board 
game. Most significantly, the whole 
concept of hexes and squares is 
completely ignored in the comput¬ 
er game in terms of positioning, 
because ships may now move 
freely anywhere they want to go 
(one pixel equals one yard) on an 
unlimited playing field, as long as 
they maintain facing in one of the 
eight cardinal directions. 

All of WSIM’s screens have 
been composed using Autodesk 3-D 
Studio. For all you old board 
wargamers out there who are 
used to naval games with bland 
maps, portraying nothing more 
than an endless stretch of blue 
sea, the computer version of 
WSIM will have powerful visual 
appeal. The computer map 
(known as the “Battle Screen”) 
will portray the ocean in an angled 
view, as seen from above. From 
this angle there will be an appar¬ 
ent “vanishing point” in the dis¬ 
tance, to give players a real feel 
for three-dimensionality. 

We are sparing no expense to 
achieve a high degree of historical 
accuracy. Indeed, we spent a day 
at the US Naval Academy museum in Annapolis, photographing old ship 
models from various perspectives. In the age of sail, ships were catego¬ 
rized in terms of “rates,”from 1st (largest) to 6th (smallest), and we are 
making sure that the subtle differences between rates are clearly visible 
among the ships which “sail”on the Battle Screen. You can thus be sure 
that the ships controlled by the players will actually look like sailing ships 
and not like two-dimensional rowboats. 

We are striving to give the game a real nautical flavor, from the termi¬ 
nology used on the game screens to the background music. A ship’s atti¬ 
tude in relation to the wind, for example, is specified as it really would 
have been 200 years ago (e.g. “close-hauled on the port tack” rather than 
simply “Attitude C”). We have also added “tacking” (changing direction by 
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O Available for 
PC CD-ROM 


World Wide Web: http://www.microprose.com 

Visit your local retailer or call 24 hours 1-800-695-GAME (U.S. and Canada) 

m , © 1995 Paramount Pictures. Top Gun is a trademark of Paramount Pictures. 

All rights reserved. Spectrum HoloByte is a registered trademark of Spectrum HoloByte, Inc. 

Reader Service No. 130 



^ F I R E A T W 


+****-jrjrA 












turning into and across the wind) as a maneuver, 
something which was not allowed in the board 
game. 

One of the ways we improved an already fun 
board game was to consider what we would 
have done had we been asked to create a sailing 
ship simulator, along the lines of a modern-day 
flight sim. Although we ultimately chose not to 
portray the action from the perspective of a ship 
captain on the quarter-deck, we here at Stanley 
still tend to think of the computer version of 
WSIM as “half-simulator, half wargame.” The 
heart of the game lies in using a ship’s wheel 
icon to control ship movement on the Battle 
Screen. A single click on the center of the 

wheel triggers your ship’s forward motion; clicks on the various spokes of 
the wheel cause the ship to turn to port or starboard, or to “tack,” “back 
sail,” or “heave to.” One is left with the feeling that the ship is actually 
being controlled from the wheel of the ship’s quarter-deck. 

The original WSIM board game required voluminous record-keeping 
As any decent computer game would do, the WSIM computer ver¬ 
sion handles all paperwork, thereby freeing players to concen¬ 
trate on strategy. The computer keeps track of the crew 
down to individual members, including the current duties 
to which crew members are assigned (individual sailors 
may serve on the guns, in the rigging, on repairs, or 
on a boarding party). The computer also tracks each 
ship’s guns and cannonades, including the types of 
loaded shot (round shot, grape shot, chain shot or 
double shot). Other records include hull and rigging 
damage (including the loss of masts), “critical” hits 
(such as fires or the loss of the captain), and wind 
direction and velocity changes. 

Most of the historical scenarios from the original board 
game will also be presented in the computer version, plus a 
few new ones. We will keep the board game’s popular “Build 
Your Own Scenario”system from both the Revolutionary and 
Napoleonic periods, with an enhanced database of ships from which to 
pick your own fleet. Our new Royal Navy database, for example, has over 
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sixty British ship classes to choose from. There will also be a campaign 
game, where you assume command of a US Navy frigate, sloop or brig 
during the War of 1812 and are issued orders to conduct a cruise against 
British merchant shipping in the Atlantic. You may, of course, accidentally 
run into a Royal Navy warship. If so, look out! 

In my view, a prime characteristic of a successful game is a 
high frequency of decision-making on the part of the play¬ 
ers, and a strong relationship between smart decision¬ 
making and victory. I think we have succeeded in 
both counts in the computer version of WSIM. 
Players are forced to make decisions frequently, 
and will rarely win unless they make the right 
decisions. No one likes to lose a game to an 
opponent who doesn’t do anything right. 
Although luck certainly plays a role in WSIM, it 
is by no means the dominant factor. Maneuver is 
the key: he who maneuvers his ships best will win. 
But for those of you who don’t know anything 
about sailing, have no fear — you can still win. As 
brilliant a sailor as Admiral Horatio Nelson once said 
that “no sailing ship captain can do very wrong if he 
places his ship alongside that of an enemy” You can do that 


— don’t you think? 


Joseph Balkoski 
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Someone’s Dead. 
Someone’s Lying. 
Can You Prove 
Murder One? 


% City Hall 


You are the prosecutor on a shocking murder case 

Some artists die for their art. James Tobin killed.. 

Broderbund 


or did he? As San Francisco’s D.A., you must prove he 
did, in what has become the most sensational murder case to hit the Bay Area 
in years. Every reluctant witness and shred of evidence is required to paint a 
homicidal portrait as chilling and surreal as one of Tobin’s own paintings. 
Call your first witness, Counselor. Can you prove murder... In The 1st Degree?™ 


Available for Windows® and Macintosh® on CD-ROM at your local retailer. 
Or call Brpderbund Software-Direct at 1-800-521-6263. Refer to code 713. 

In The 1st Degree is a trademark of Broderbund Software. Inc. ©Copyright 1995. All rights reserved. Brpderbund is a registered trademark 
of Broderbund Software. Inc. All other company/product names are trademarks or registered trademarks of their respective holders. 
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SSI has awakened the beast 

— Computer Gaming World 
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SILENT HUNTER is a trademark of Strategic Simulations, Inc., a Mindscape Company. ©1995 Strategic Simulations, Inc. All rights reserved. 





































Coastal cities, ports and harbors have been 
reconstructed from period maps. 

■ Performance characteristics of Mark 10, Mark 14 

and Mark 18 torpedoes have been accurately modeled. Launch them 

using the most accurate representation of the Torpedo Data Computer (TDC) to date 


TO ORDER: Visit your 

retailer or call 1-800-601-PLAY 

with Visa/MC (North America only). 
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should leave even the most deni; 

sim fans satisfied • ^ — Strategy Plus 


Ms commander of a l J.S. submarine in the I 

/l Pacific, your task is simple — sink as I 
il much enemy tonnage as possible! I 

A feature-packed World War II submarine I 

simulator, SILENT HUNTER* is without equal. I 
Choose from a variety of American submarines I 
— and let the hunt begin! Prowl the shipping I 
lanes. Steal into enemy harbors. Embark on I 
Special Operations missions. Authentic WW11 
film footage, cinematics and narration provide a 
historically accurate feel for submarine combat. 

Play historical missions, hypothetical 
encounters or a career-based campaign game. 
Prepare to be blown out of the water by 
magnificent SuperVGA graphics, an original sound 
track — and action so real you’ll want a life jacket! 

Simulation Features: 

m Sophisticated digitization techniques re-create 
over 40 merchant and capital ships of the Imperial I 
Japanese Navy. I 

■ Highly accurate coastline models for 9 patrol I 
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DISTINGUISHED 
TECHNICAL ADVISOR 

As commander 
of the USS 
Skate during 
WWII, William 
“Bud” Bruner 
was responsible for sinking thousands of 
tons of enemy vessels, including the 
Japanese light cruiser Agano. For these 
exploits, Commander Bruner was 
awarded the coveted Navy Cross and the 
Silver Star. His submarine , USS Skate, 
received the Navy Unit Commendation. 

As technical advisor to SILENT HUNTER, 
Commander Bruner — with his vast 
wartime experience — provides a wealth 
of historical data that is impossible to 
obtain from books. His first-person 
perspective of submarine combat adds a 
level of realism to historical scenarios 
and campaigns that would otherwise have 
been impossible to re-create. 

In addition to advising the designers, 

Mr. Bruner provides narration of technical 
and tactical matters as well as multimedia 
presentations of his real-life anecdotes. 


u compare your tonnage ana mil scores to mose ot actual commanoers or me 
period — can you compete with the best of the best? 








Fighting Falcon - Back to Baghdad 
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Y ou are going Back To Baghdad to finish 
the war that George Bush prematurely 
stopped. 

In direct parallel, this program represents 
another attempt to “finish the job” in the area of 
computer air combat simulations. The driving 
forces behind Fighting Falcon-Back To 
Baghdad are Bob Carter, the founder of 
Thrustmasterjnc. and George Keverian, founder 
of a computer “virtual reality”company. TM first 
created “state of the art”flight controls for PC’s 
and then developed a cockpit simulator to 
heighten the sense of “being there.” With these 
achievements, Bob had absolute control over 
the input devices and the gaming environment. 

To get everything to work together realistically, 
they needed to control the source code of the 
programming. This led to the birth of MS/ and 
the development of FF-BTB. 

The goal was US Navy Fighters graphics 
with a step up in realism from Falcon 3.0. The 
screenshots which accompany this report will 
allow you to partially judge the current FF-BTB 
graphics; at this time, only the cockpit shots are 
nearly final. The “outside” shots will continue to 
be improved from what you see here. Now, 
680x480 resolution with 256 colors is standard; 
even better performance is planned. Later, 16 bit 
texture maps will allow 65,000 colors at the 
same resolution. MS/ says the increase in colors 
will improve graphics much more than an 
increase in resolution. This later FF-BTB 2.0 
version will probably also include network and 
head to head modem play capability. 

Clearly, MS/ has advanced the leading edge of 
realism. With data from the Defense 
Department Mapping Agency, 750,000 square 
miles of Iraq have been photo textured in 3D. 
Further, every physical feature - from mountains 
and rivers to the Baghdad Bully’s palace — is geo- 
specifically accurate. The lat/long coordinates of 
an object in the simulation are identical to its 
real world counterpart. Your targeting photos 


are identical to those used in the Gulf War, sup¬ 
plied to MS/ by the same provider to the US mil¬ 
itary, Spot Image Corporation. From the Defense 
Department Mapping Agency copies of the actual 
charts used by allied pilots were procured. They 
are available for an extra charge. 

When you strap on your F-I6C you’ll find 
that the flight and weapons models have been 
supplied by First Ann Arbor Corporation, Inc., the 
same supplier to the USAF Red Flag and USN 
Top Gun fighter weapons schools. MS/ feels that 

- barring the use of highly classified information 

- this is as close to “real” as a simulation can get. 
Viewing controls are similar to the USAF’s Unity 
Training devices simulator. The system is 
extremely intuitive, and should be a major 
advance in flight simulation views. We’ll know 
more after we see the Beta! The viewing con¬ 
trols are optimized for use with the advanced, 
programmable flight sticks and throttles. 

To“X-out”the ground targets, your weapons 
list includes Maverick and HARM missiles, Fuel 
Air Explosives, iron bombs and even Tac Nukes. 
Air-to-air engagements can be handled with the 
AIM-I20A AMRAAM, the AIM-9M-7 heater and 
the reliable 20mm M6I gun. All of this weapon¬ 
ry can be managed through the accurately ren¬ 
dered HUD. These weapons and those in the 



enemy arsenal are carefully modeled by FAAC ; 
weapons flight characteristics and seeker capa¬ 
bilities are taken from the actual systems avail¬ 
able to both sides. 

As flight lead, you’ll be sent in on 7 main tar¬ 
get areas. Many of the 60+ missions are “histori¬ 
cally correct” sorties which were flown in the 
Gulf War. Enemy forces have a variable skill 
level; you’ll do well against the lower levels. Your 
success will be considerably more difficult as you 
raise their skills to maximum. To aid in your suc¬ 
cess, MS/ has included a first in this simulation; 
dual monitor display capability. With the addi¬ 
tion of a Hercules monochrome card and a 9” 
monitor you can simultaneously display and con¬ 
trol your F-16’s multifunction display. The out¬ 
side/cockpit display remains on the main moni¬ 
tor. The 9” monitor is the actual size of an F-16 
MFD, of course! 

The result of George Keverian and Bob 
Carter’s two-man crusade for a truly accurate air 
combat simulation is currently planned to be on 
the store shelves sometime in the next few 
months, with a street price of around $80. It will 
be released as a CD only, and is optimized for 
use with a Pentium processor. The simulation 
will run both as a DOS program and through 
Windows 95. MS/ suggests at least a 60 HZ 
Pentium, 8 Megs of RAM, a 2x CD ROM, and a 
Soundb/oster-compatible card. The SB card, and 
only” a true compatible,”is considered mandato¬ 
ry because FF-BTB uses the SB card’s clock to 
feed the simulation’s real time clock for time- 
based music and game play. MS/ strongly suggests 
use of the SB card for reliable game play. 

The game will run on a 486 processor with 8 
Megs of RAM at a slower speed. MSI says that 
most 486 users will be satisfied with the perfor¬ 
mance if they turn off the texture mapping. 
According to MS/, the key to excellent graphic 
performance is not in having more RAM. They 
suggest a high performance video card. A PCI 
card with 2 Megs of dual port Video Ram is 
highly recommended. The Diamond Stealth 64 
VRAM and the ATI MACH 64 VRAM cards 
were mentioned specifically. No word currently 
on whether the next spate of graphics accelera¬ 
tion chips (Glint, Nvidea, etc.) will receive soft¬ 
ware support. 

Does this new simulation “finish the job” in 
the search for a totally realistic air combat sim? 
Of course not! Bob and George are planning to 
add a four-screen projection dome over the TM 
cockpit next. Talk about virtual reality! Look for 
the first version in late 1996. It won’t be inex¬ 
pensive, of course. 

John Nolan 
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Throw in full 
camera views 
from practically 
any angle any¬ 
time, and you're 
there - smack in 
the middle of a 
real Formula One 
race! Test drive 
Grand Prix II 
today. And you'll 
see why it kicks 
asphalt over 
everything else. 


Grand Prix II \ 
is the latest, \ » 
greatest break- \ 
through in racing t 
simulators. ’S 

It's as real 
as it gets. Real 
Formula One cars. 

Real teams. Real 
tracks. Even real 
sponsors. Take a good 
look at the incredible 
graphics. Now add 
wicked smooth motion 


and roaring Doppler 
q R 4, sound effects 
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/ \ / Spectrum 
HoloByte 
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Visit your 
local retailer or 
call 24 hours: 
1-800-695-GAME 
(U.S. and Canada). 


ACTUAL GAME SCREENS: Experience real race cars around real tracks against real drivers! 

Licensed by FOCA to Fuji Television. ©1995 Spectrum HoloByte. Inc. All rights reserved. 

Spectrum HoloByte is a registered trademark of Spectrum HoloByte. Inc. All other trademarks are the property of their respective holders. 
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PREVIEW 


Spacebucks 


Cruising the space lanes 
for fun and profit. 


S pacebucks is Sierra On-Line's new 

Windows game of interstellar trading. 
Designed by the good folks at Impressions 
(who, you’ll recall, were recently bought by 
Sierra), Spacebucks puts the player in the role 
of CEO of a galactic transport company. Playing 
this role, the player sets up trade routes, bud¬ 
gets advertising, and dabbles in the stock market 
on the side. What isn’t simulated is space flight 
from a first person perspective. 

Spacebucks reinforces the impression (no 
pun intended) that we got from Caesar II, 
namely that Impressions has turned a corner 
graphically; their games are growing more aes¬ 
thetically pleasing by leaps and bounds. The final 
product will have ample video clips and other 
multimedia eye and ear candy, but even the basic 
playing screens show a new concern for sharp 
graphics to convey needed information concisely. 

The basic modules of Spacebucks consist of 
the galactic, planetary, and ship building 
screens. The galactic screen reveals a chart of 
the known galaxy. As the game begins, only one 



In the planetary screen you’ll build up your 
space port into a mecca of touristic delights 



Here we’re building a general purpose freighter. 
Note that we have fairly equal numbers of each 
cargo type (shown as the row of number across 
the bottom of the screen) 



The galactic screen.This is where you’ll spend the bulk of your time, and is the entry into other modules 


solar system has been discovered. Clicking on 
the various planets in the solar system will 
make clear which goods a planet needs, and 
which it can supply. 

Goods are broken down into broad generic 
categories: I st and 2nd class passengers, and 
cargo requiring stasis, warm, general, or toxic 
storage. By clicking a toggle, the galactic screen 
can instead display information on a selected 
ship: where it’s going, how much it has spent on 
fuel, what it’s carrying, how much revenue it’s 
achieved this trip, etc. This information provides 
a quick and easy way to reassure yourself that a 
ship is turning a profit. 

Once you’ve decided on a potentially prof¬ 
itable route, you’ll have to enter the planet 
screen for that planet and secure landing rights. 
Of course, you’ll have the chance to negotiate 
with the local government (what would a com¬ 
merce game be without haggling!?). The plane¬ 
tary screen describes the government of the 
planet, in the form of what it needs as well as 
what percentage of those needs your company 
is supplying, and what you’ve built at the star- 
base. Starbases can be improved with the addi¬ 
tion of shipyards, bars, restaurants, shopping 
malls, and so forth (presumably, the nicer your 
starbase, the more you can charge passengers 
for a ticket). 

One nuance in the planetary screen is that only 
two outfits can have a base on a planet. Thus it’s 
sometimes necessary to build a minimal base 
earlier than you might have done, just to prevent 
a competitor from getting there first and locking 
you out. 

Now that you have two starbases, you can 
build a route between them. This is a simple 
matter of clicking on the starting planet, then at 
every stop you want your ship to make. Of 
course, you still need a ship. The shipbuilder 
screen offers the option of buying a used ship 
and fixing it up, designing a new one, or modify¬ 
ing one you already own. The basic interface is 
the same for each. Choose a hull (if its a new 
ship) and then add various cargo modules to it. 


In addition to cargo, you’ll need to add or 
upgrade engines, shields, and weapons. As more 
and more of the galaxy gets explored, you’ll have 
the option of more and more advanced add-ons. 

Now that you have a ship, send it on its merry 
way. Once a ship is assigned to a route it’ll func¬ 
tion without further guidance from you, scurry¬ 
ing back and forth betwen the various planets. 
The only time it’ll contact you is when it 
encounters a problem. Problems often come in 
the form of space pirates. When a ship sees 
these ahead, it’ll send a radio signal to you, brief¬ 
ing you on the situation and asking whether it 
should fight, flee, or pay off the bad guys. After 
issuing orders, you once again become a mere 
observer, watching and hoping your ship and 
cargo get away. 

To maximize profits, you can develop an 
advertising campaign. Once your lines prove 
clearly desirable on the open market, you can 
raise ticket prices. If you see a competitor doing 
well, you can dabble in the stock market and 
ride his coattails to fatten your coffers. Of 
course, if he is really doing too well, you can 
resort to dirty tricks to sabotage his business, 
and drive down his ever-important CSI (cus¬ 
tomer service index). 

Spacebucks is mechanically a simple game. 
Most game decisions are made at a fairly high 
level (which is realistic, if you keep in mind your 
position as CEO of your firm). Impressions has 
thus chosen to create a game which won’t bog 
you down in the details, but will still remain 
challenging to play. That’s a welcome decision in 
these days of ultra-realistic economic models 
which force you to worry over every minute 
detail. Don’t make the mistake of confusing sim¬ 
ple to play with simple to win, either. Random 
events will keep you on your toes, as will the 
pressures of your competitors. 

Spacebucks makes an effort to rendezvous 
with the fun side of business while jettisoning 
the drudgery. If it succeeds. Impressions should 
have a successful mission. 

Peter Smith 
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Plunge into Wetlands, an 
edge-of-the-seat thrill ride 
through an exotic and 
perilous under water world. 
The action is fierce, the 
stakes are high, and failure 
isn’t an option as life itself 
hangs in the balance. 


Cinematic Action Thriller 


Game Play 

Compelling Storyline 

3D Rendered Graphic 
Environment 




Available at your local New World retailer 
or order direct from New World Computing 
at 1-800-251-9582 (818-591-4136 
outside the U.S.), or by mail: 
P.0. Box 4302, Hollywood, 
CA 90078-4302. 

NtW W$RIB E0MPUT1IIB, IBB 

Check Cut Hot: New Web Site At 
http://www. nwcomputing. com 

0 1995 New World Computing, Inc. Wetlands is a trademark of 
New World Computing, Inc. New World Computing and its distinctive logo 
are registered trademarks of New World Computing, Inc. New World 
Computing, Inc. is a wholly owned subsidiary of NTN Communications, Inc. 

All rights reserved. IBM screens shown. Actual Screens may \rarf 
























PREVIEW 



Is Microsoft serious 
about Windows gaming? 


441 t was a real furball up there today, 

Cap! Like a shootin’gallery - every- 
I where I turned there was something 
to shoot at. And those bions are damn good 
pilots, let me tell ya. We made our targets and 
took 'em out, but we were real lucky not to lose 
anybody. At least the Bions can’t say the same 
thing.”So might start a mission debriefing 
between a Fury^ pilot and his squadron CO. 

Fury^ is M/crosoft’s entry into the arcade 
game arena, and the game is a good first effort. 
Microsoft ported the Terminal Reality engine (used 
in 3D Realms’ Terminal Velocity) to Windows 
and added Windows-specific enhancements. 
Fury-* runs under both Windows 3. I and 
Windows 95, so nobody gets left out on this 
one. Under Windows 95, the install utility and 
game take full advantage of Windows 95 features 
(like Autoplay and Wizards), which make the 
game easy to install and uninstall. Enhancements 
to the Terminal Reality engine produce some 
stunning graphics and above-average sound. 

In terms of plot, Fury^ is nothing new - your 
standard space shoot-‘em-up. You, a member of 
the Terran Council of Peace, must destroy the 
last remaining colonies of brutal and ruthless, 
“bions” who threaten the freedom of eight plan¬ 
ets in the Terran Federation. 

Ok, so if the plot is nothing new, what’s the 
big deal? Well, for starters, it’s a true Windows 


game. On a 486DX2-66 the best performance 
can be achieved running Fury^ full-screen, 
rather than in a window. This being a beta, such 
things should be expected. And Microsoft did 
specify in the installation instructions that if you 
were using an ATI Mach 64 you should run the 
game full-screen. This shouldn’t be an issue 
when the game ships. 

The second big deal is what Microsoft has done 
with your fighter ship. Fury-* offers “six degrees 
freedom of movement” on the space ship. I put 
that in quotes because it’s what the press 
release says, and I don’t know what it means. 
What I do know is that you can stand that craft 
on its tail, kick in the turbo boost, and spin it 
around on a dime (you’ll get nine cents change 
at the end of the game). What Microsoft says it 
means is: “The spacecraft allows pilots to freely 
rotate the craft in a 3D world.” 


Even better, you can view the action from all 
different angles, independent of the craft’s move¬ 
ment. This means, for example, that you can 
start to execute a split-s maneuver and then 
change your view (to check your six, maybe) 
part way through the maneuver and not affect 
the attitude of the craft. . Does it work? Like a 
charm. Windows 95 has built-in support for a 
large number of joysticks, from Thrustmaster’s to 
Flightsticks, and the game will take advantage of 
coolie hats and throttles. 

And the graphics are super. Mountains and 
trees and buildings seem to shimmer in the dis¬ 
tance and then materialize out of a mist. The 
motion is smooth and realistic, as though you 
were flying at a low altitude and watching 
objects grow closer and closer. 

Fury-* offers players eight different planets to 
rescue, with a total of 24 missions. You can fly 
and fight near the planet’s surface, in the clouds, 
out in the stratosphere, and even beneath the 
planet surface. Tunnels lace each planet and you 
can garner additional points, not to mention 
bad-guy fighting gear, by traversing the tunnels. 

Seeing as how this game is basically Terminal 
Velocity for Windows, Microsoft hasn’t invented 
a new or better mousetrap with Fury^. As a 
showcase of Windows’potential as a gaming 
platform, they have definitely come up with 
something quite impressive. ♦ 

Robert J. Boulanger 
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[The Tradition of Excellence Continues... 


“The Empires 


TM 


Designed by 
Mark Baldwin 
and Bob Rakosky 

THE CREATORS OF 

Empire, Empire 
Deluxe and 
Perfect 
General. 
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Put your warfaring skill to the ultimate challenge with Empire ll: The Art of War 

THE LATEST CHAPTER IN THE BATTLE-PROVEN EMPIRE SERIES 

Empire II gives you complete control over troop details and battlefield strategy 

INCLUDING INTENSIVE CAMPAIGN PLANNING, RESOURCE MANAGEMENT, DEPLOYMENT, COMBAT, 
GEOGRAPHIC AND WEATHER CONDITIONS, SUPPLY LINE SECURITY, FORTIFICATION AND MORE. 


Check out our hot new Web site at 
http://www.nwcomputing.com 


NtW W$HIU COMPUTING, INC 


O 1995 NEW WORLD COMPUTING. INC. EMPIRE II IS A TRADEMARK OF NEW WORLD AVAILi 

Computing, Inc. new World Computing and its distinctive logo are regis¬ 
tered TRADEMARKS OF NEW WORLD COMPUTING, INC. NEW WORLD COMPUTING, Dl 

Inc. is a wholly owned subsidiary of ntn communications, Inc. All rights 

RESERVED. IBM SCREENS SHOWN. ACTUAL SCREENS MAY VARY. ALL OTHER TRADE¬ 
MARKS BELONG TO THEIR RESPECTIVE HOLDERS. 
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Available at your local software retailer or order 

DIRECT FROM NEW WORLD COMPUTING AT 1-800-251-9564 
(818-591-4 136 OUTSIDE THE U.S.), OR BY MAIL: 
P.O. Box 4302, Hollywood, CA 90078-4302. 
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PREVIEW 


Gene Wars 


Is this Bullfrog’s spiritual 
successor to Populous? 


E ven if the thought of a world without 

weapons sends shivers down your spine, 
you still might want to take a look at 
Gene Wars, Bullfrog's upcoming real-time 
strategy game of genetics and genocide. It’s 
another design that on the surface looks quite 
simple, but could prove to be an incredibly 
entertaining and detailed combination of strate¬ 
gy and science. 

The premise goes like this: all of humanity’s 
weapons have been taken from them because 
they’ve proven themselves to be irresponsible 
when armed (duh). People, though, are pretty 
clever (and psychotic at heart), so they develop 
all sorts of new and ingenious ways to kill each 
other. Their latest tool of mass genocide? 
Genetic engineering. 

The battles take place in real-time in arenas; 
each player has a number of specialists to help 
them out. They include the builder who con¬ 
structs the creatures, the cowboy who’s respon¬ 
sible for rounding up your creatures for battle 
and capturing other species you can mix and 
match with, and the lumberjack, who clears land 
for you (would it be a Bullfrog game without the 
ability to do mass destruction to trees?). 

The first thing you’ll have to do is build the 
structures needed to develop more advanced 
species. To assist you you’ll have to genetically 
engineer some worker creatures. You build all 
creatures from a basic building block of genetic 


material called GOOP By crossing certain strains 
of GOOP you can create whatever creature 
you’d like, to your heart’s content. The algo¬ 
rithms upon which the genetics are based are 
derived from actual scientific research, and over 
three-quarters of the code in the game is being 
used just for this simulation. 

Another way to create creatures is to pick up 
existing ones and cross them with others. If you 
find a little bunny, you may want to give it giant 
teeth and make it the size of Godzilla. Bullfrog’s 
skeletal mapping animation engine will guarantee 
that it will be animated correctly (more on this 
technology in a future article). 

Once the creatures are created, the special¬ 
ists will try and control them. As they’re doing 
this, the creatures may start eating the local 


flora (or each other), breeding, or dying off. It 
will be up to the player to figure out how each 
creature will handle the world around it. If you 
send out a creature with too high a birth rate, 
they may reproduce at such a high rate they’ll 
end up eating all the vegetation, thus eating 
themselves to death. 

Where you place your monsters is extremely 
important, as certain types will only evolve in 
certain regions, depending on what you’ve 
crossed them with. For example, a rabbit 
crossed with a rattlesnake will probably not do 
well in the frozen tundra. Once you build up 
your army it’s time for you to send them off to 
deal with the other computer or human players 
(as is always the case with Bullfrog games, net¬ 
work play will be offered). 

The game takes place in an isometric 3D view 
of the map, not unlike that found in Populous, 
only now you can rotate your view. The high- 
resolution graphics are extremely sharp and 
detailed. Believe it or not, this game also uses 
the enhanced Magic Carpet engine, though 
looking at it you’d never know it. Once you’ve 
modified the terrain, though, it makes perfect 
sense, as morphing terrain was always one of 
the most amazing parts of that game. The 
soundtrack should evoke memories of those fab¬ 
ulous 50’s science-fiction B-movies. 

Peter Molyneux of Bullfrog described Gene 
Wars as being similar to Populous because 
“you don’t really directly control things - you 
merely influence the world and it does whatev¬ 
er it does.’’Despite this, the player can’t just sit 
around and watch it go, because Molyneux also 
mentioned that “I love games where you suffer 
from your mistakes.” In the end, Gene Wars 
could also be the ultimate “God game”as the 
goal of it is, as Molyneux puts it, “to allow the 
user to actually create life.” And then destroy it. 
Sound familiar?^^ 

Steve Bauman 
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rw Kick Ass Features ;« 

Support for SVGA Modes. 

Unlimited Freedom of Movement: Jump, Crawl, Duck, Fly, Walk on the Moon 
or Ride on Subway Cars, Space Shuttles, Transports, Escalators, and More! 

Modem and 8 Player Network (Co-operative and CommBat'" 1 ) Modes. 

Swim Underwater to Find Secrets and Even Shoot Into or Out of the Water. 

Exotic Weapons like Powerful Pipebombs and Deadly Laser Tripbombs. 

Amazing Fully Interactive 3D Environments. You Can Destroy Everything 
from Buildings, Lights, Monitors, Security Cameras, Windows, Air Ducts, 

Bridges, Walls, Ceilings, and More! 

The Future of 3D Gaming Will Never Be the Same. 

Coming Soon 


Gen 

INCORPORAT ED 


WWW Site (http://www.swcbbs.com) A0L (Keyword 3D REALMS) CIS (Keyword REALMS) Software Creations BBS (Cortf 4) 
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SUBSCRIBE TO STRATEGY 
NOW AND RECEIVE A FREE 


MIS 

GIFT 


That’s right! Act now and not only will you get Strategy Plus delivered free of charge right to your doorstep, but you will receive a free 
game to boot! Yep, as a subscriber to Strategy Plus, you not only receive the best in-depth coverage of PC CD-ROM, Mac and on-line 
games (at a savings of up to 50% off the newsstand cover price), but you can enjoy some of the best selling software ever released! 

You have been warned! This offer won’t last forever, so fill out the subscription form now! 

When ordering your free game, please indicate your choices in the respective category or from a category of lesser value. 


With a one year subscription you 
can choose from any one of the 
following free games: 


Game 

Platform Available 

(1) Lost Admiral 

CD-ROM 

(2) Tegel's Mercenaries 

3.5” 

(3) Precision Approach 

3.5” 

(4) Gunship 

5.25” 

(5) Magic Candle 2 

CD-ROM 

(6) Railroad Tycoon 

3.5” 

(7) Conquered Kingdoms 

CD-ROM 

(8) Dragon Force 

3.5 & 5.25” 

(9) Lost Vikings 

3.5” 

(10) Simon the Sorceror 

3.5” 

(11) Rules of Engagement 

5.25” 

(12) Dr. Floyd’s Desktop Toys 

3.5 & 5.25” 

(13) Challenge of the five Realms 3.5” 

(14) Return of the Phantom 

3.5” 

(15) Rex Nebular 

5.25” 

(16) Silent Service II 

3.5” 

(17) Spellcasting 101 

5.25” 

(18) MacArthur’s War 

3.5” 

(19) Storm Across Europe 

5.25” 

(20) ATP 

3.5” 


With a two year subscription you 
can choose from any one of tne 
following free games: 


Game 

Platform Available 

(21) Harpoon Classic 

CD-ROM 

(22) Star Trek Judgement Rites 3.5” 

(23) Taskforce 1942 

3.5” 

(24) World Circuit 

3.5” 

(25) Battles of Destiny 

3.5” 

(26) Falcon 3.0 

3.5” 

(27) Flight Sim Toolkit 

3.5” 

(28) Jutland 

CD-ROM 

(29) Warlords 

5.25” 

(30) Links Pro 386 

3.5” 

(31) Alone in the Dark 

3.5” 


Three year subscription? Choose 
from any one of the following: 

Game Platform Available 

(32) ESPN Sports Shorts CD-ROM 

(33) Under a Killing Moon CD-ROM 

(34) 1942: Pacific Air War 3.5” 

(35) Falcon 3.0 4- Scenario MiG29 3.5” 

(36) Links 386 Pro CD-ROM 

(37) V for V: Market Garden CD-ROM 




TAKE 

ADVANTAGE 
OF THIS SPECIAL 
PROMOTION 
NOW! 



Want to FAX us your order? Our FAX number is (802) 767-3382 
Shipping and handling: $6.00 

Quantities are limited. This offer is subject to change or cancellation without notice. 
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Q Please automatically renew my subscription each year. I understand that I will be billed 
at the lowest available rate and that I may cancel the renewal process at any time. 

For my free game I’d like: First Choice: #_ Second Choice: #_Third Choice: # 


Shipping and handling: $6.00. Payment or credit card number must be included for order processing to be 
completed. Payment must be in U.S. Funds. Vermont residents add 5% sales tax. Make checks payable to: 
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MM It's the role of a 
V / lifetime. The grand- 
daddy of all role playing games 
is back.. .bigger and badder than 
ever. Introducing Dungeon 
Master 11, a role playing game of 
epic proportions. 

From storm ravaged villages 
to trap-filled dungeons you'll face 
creatures and characters that 
actually think for themselves and 
react to your actions. 
C You'll encounter 


cunning traps and clever puzzles, 
plus amazing visual effects. 

Bolts of lightning and awesome 
displays of magic will make it all 
the more frightening. 

It's easy to learn and intuitive 
to play. No wonder it's the game 
everyone is talking about. 

Dungeon Master II.The 
ultimate quest / « 

of dungeons, 
magic and 

monsters. by qamers. for qamers." 
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IEQUU 


Available for your IBM PC and Macintosh. See your local software retailer or call 1-800-969-C/AME. 17922 Fitch Avenue, Irvine, CA 92714 (714) 553-6678 
© 1995 Interplay Productions and Software Heaven, Inc. All rights reserved. PWNQEON MASTER is a trademark of Software Heaven, Inc. 
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Defense! Defense! 


T his month we’ll use Armored Fist 

(AF) to set up a challenging defensive 
scenario, with an M I platoon rein¬ 
forced by a single M3 for air defense versus a 
Reinforced Motorized Rifle Company. In 
order to win, you have to destroy all I 3 of 
the enemy vehicles while losing no more 
than two of your own. 


Fields of fire 

The scenario is set up as shown in Figure 
I. We are occupying a position in the north, 
looking southeast into our kill zone. The 
enemy objective is somewhere off to our 
rear. The company commander has struc¬ 
tured the engagement area so that we only 
have to worry about one company at a time 
(what a guy). 

Once you have set up your positions, place 
a single US vehicle on the spot where you 
want to do your killing. Then switch to the 
vehicle screen and make sure every vehicle 
can see the target. Then cut the “practice” 
vehicle and replace it with the enemy target 
array. However, don’t put them in that spot. 
Place them at least a kilometer away so that 
you are unsure as to when they will appear. 
After all, the biggest problem with the 
defense is that the enemy gets to decide 
when he’ll attack. 

In this scenario I have already deployed the 
enemy company into line with two platoons 
up and one back. Normally at this distance 
they would be in platoon columns. 
Unfortunately, AF doesn’t allow us that 
much control of the enemy, so we have to 
make this allowance. If you find two up and 
one back too easy, put all three platoons up 
on line. If it is too hard, go one up and two 
back. In order to make it harder still, you 
could increase the number of enemy vehicles 
to 16 instead of I 3. 



After you have 
started the game, 
switch to the map 
view (Figure 2) and 
wait for the enemy 
to appear. Notice 
how terrain does 
not allow you to 
see the whole 
enemy target array 
at once. At this 
point, switch to 
your tank and hop 
from tank to tank 
until you see the 
enemy. (Figure 3) 
The US platoon has 
dug in. However, I 
don’t advise firing 
more than two or 
three rounds from 
that position. Then 
you will need to 
back down the 
slope and come up 
in a slightly different 
position. 

If you start taking 


Figure 3: Drawing a bead 


Figure 4: The view from hull down 


effective fire, then go hull down. (Figure 4) 
All that nice dirt acts as great armor while 
you reload and think about where to come 
up next. 

Hinds can be tricky in this game; that is 
why the BFV is there. In order to minimize 
the Hinds’influence, I located them waaaaay 
outside the battle area. There is no artillery 
in this game, either. If you are still having an 
easy time whippin’up on the enemy unit, 
then add some artillery to their side and/or 
move the Red airbase closer. In any event, 
the BFV should be able to take care of the 
pesky critters; if not, go hull down and use 
your machine guns on them ‘til they quit 
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Figure 2: CONTACT! 


bothering you. 

In this scenario it is critical to tank hop. In 
order to get a vehicle out of its dug-in posi¬ 
tion, you have to move them out to other 
firing positions. Once out, though, they go all 
around and it is easy to lose control. It is 
also possible to win the scenario with only 
one tank, but you have to be quick. 

Seeing red! 

Let’s look at it from the other point of 
view as red. Now the problem is a little dif¬ 
ferent. Red forces do not commonly bound 
around the battlefield the way ours do. Once 
they decide to assault, they arrive on the 
battlefield at about I kilometer every nine 
minutes. This is pretty fast. They orient on 
an objective, and once they decide to go for 
it, they go. This is not just a blind charge for 
an objective; reconnaissance drives the 
whole process. As I mentioned earlier, the 
commander designates a target followed by 
the rest of the company. 

In this case, watch from the map until the 
first US vehicles appear and try to go for the 
flank in order to roll it up. If your casualties 
rise above about 50 per cent, then seek 
defensive terrain and try to pound him with 
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Synnergist © 1995 
Vicarious Visions. Inc. 


21st Century Entertainment presents 
A Vicarious Visions production 

“SYNNERGIST” 

Animation Director Karthik Bala Director Guha Bala Writer Evan Rubenstein 

*52 Sandra Gifford 5HS5* Daevid Vincent. Thomas 0. Plinzke 

Programmer Joseph McEvoy Programming Gregory Arena, Flashpoint Productions 

Directed by Karthik Bala 

A Graphic Adventure Available On PC-CDROM Reader Service No. 163 
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The platoon view in Tank 


artillery and defensive fires. Speaking of 
artillery, if you are playing the red force, go 
ahead and put in all the artillery the red 
force side will let you and keep it falling on 
the enemy. As we all know from WWII, some 
countries believed in lining up artillery hub 
to hub across the battlefield and flattening 
everything in its path. 

If you really start to be successful, then hit 
the air button. Typically you will only see 
Hinds and a lot of air where there is success, 
don’t reinforce failure. 

Over the back deck 

With this column, we’ve pretty much gone 
full circle. I started by discussing formations 
and movement techniques, how to conduct 
fire and maneuver, the use of supporting arms, 
and mines. In the last three months, I’ve tried 
to show how to use AF to illustrate the art 
of war at the tactical level. We used two types 
of games in the search: the first person and 
the multi-unit games. Both have their advan¬ 
tages. With the field right now, I would rate 
the best first person games as follows: 

Microprose’s MI Tank Platoon. Dated, but 
offers an excellent interface and reasonable 
graphics. It is still one of the best ones around. 
Hopefully, we’ll soon have an updated version. 

Spectrum Holobyte’s Tank. Slightly newer 
than M I, it has the advantage of changing 
perspective from individual vehicles to units. 
The graphics are dated and the interface is a 
little clumsy, but it is still a playable game. I 
wish Spectrum Holobyte would come out of 
the clouds and do another tank sim. 

Nova Logic’s Armored Fist. While more 
correctly an arcade game, it has grown on 
me. The interface is unrealistic, but does 
give a sense of being in the turret. The ter¬ 
rain modeling is excellent. The best thing 
about it is the scenario editor, which the 
first two games lack. 

Deadly Game’s M4. A really neat game that I 
haven’t played as much as I should have. 
Excellent features of this game included 
copied World War II battle maps and radio 
reports from your subordinates. 

All four of these games let you switch back 
and forth between the first person view and 
the helicopter view. I must confess, I usually 
play from the map because a company com¬ 
mander fights about 60% of the battle from the 
map while the other 40% is based upon what 
you can see. Since commanders can’t hop from 
tank to tank the way we can in the game, you 
must move to a vantage point to see the battle¬ 
field. Across the Rhine looks like it will 
implement aspects of this perspective. 

The best multi-unit viewpoint games: 

SSI’s Wargame Construction Set II: TANKS! 
allows the player to develop scenarios for a 
wide range of armored conflicts from the dawn 
of the tank era to the present day. It does 
employ battlefield obstacles, but unfortunately, 
they are visible to both sides. You can also buy 


a plethora of expansion disks. 

HPS’ Tigers on the Prowl (even though 
I’ve not used it in the column and it did not 
receive good reviews from me), but unfortu¬ 
nately only currently models Eastern Front 
battles. It also allows the placement of obsta¬ 
cles and is slightly more realistic in this 
regard than is TANKS! Soon we should see 
Pathers in the Shadows. Its ability to use 
maps from Aide de Camp is a strong plus 
(if it only did modern). 

These tactics will work well with other games. 
The principles of land combat apply to games 
such as Front Lines, which is very much like 
SSI’s TANKS! in scale, despite its futuristic set¬ 
ting. It would also work well in games such as 
EarthSiege, Battledrome, or even 
Warcraft:Orcs and Humans. If you are one 
of those who enjoys networked DOOM, they 
would even work at that level (by the way, the 


Marines are looking at using networked 
DOOM II as a training vehicle for fire teams). 

Over the hill 

Helicopters use much the same tactics as 
ground forces, but that will have to wait until 
I find a Helicopter simulation I can fly. 

Perhaps Apache will lend itself to that sub¬ 
ject in the future. We may also trip back to 
ancient times if I can find a good ancients 
simulation. When TAC OPS for the PC is 
released, you can expect us to go back and 
consider some of this ground again. 

Next we’ll consider how to do penetra¬ 
tions, envelopments, and such. We’ll use an 
assortment of games to illustrate these tacti¬ 
cal techniques. 

Until next month, good shooting. 

Mike Robel 
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CRITICAL ACCLAIM FOR U-BOAT I: “as elegant and simple as the edge of a sharp 
blade ...it’s sheer nail-biting action all the way.” — Golden Triad Award / Computer 
Game Review “can be learned in fifteen minutes, yet there are enough patrols and 
challenges to keep the player’s interest for a long time.” — Strategy Plus 
Magazine “makes you feel as if the crew members are just behind your shoulder.” 

— Computer Gaming World “provides compelling game play, good graphics, and 
excellent sound to make a truly exciting campaign style experience.” — IMG 
“comes closer to the desired sense of realism than any of its peers.” 

— Straightlines At you local software dealer or call 516-471-5700. VISA/MC 
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Ascendancy 


S pace, the final front... [Whoa! Just 

missed a visit by Paramount's lawyers!]. 
Er, the conquest of space is such a 
classic theme of computer gaming that we 
look forward eagerly to each new take on it. 
Ascendancy, from The Logic Factory , is one 
of the better single player examples we’ve 
come across. 

You pretty much know the drill. You start 
with a single planet, and build your economy, 
research new technologies and then take to 
the stars in your shiny new space ships. Yes, 
we’ve done all of this before. So what sets 
Ascendancy apart from the pack? 

The first thing you’ll notice are the graph¬ 
ics. This is a lovely game. Next is the sheer 
size. There are 21 bizarre alien races to 
choose from, and each has some special abil¬ 
ity, making them very different from one 
another. Start-up options allow a wide vari¬ 
ety of game types, covering density of the 
starfield, number of opposing races, etc. 
There are an incredible number of stars to 
explore, inventions to er, invent, and build¬ 
ings to build. 

Each star has one or more planets, and 
each planet has a varying number of squares 
on it. You’ll build various industrial, agricul¬ 
tural or research installations on these 
squares, which increase your building, popu¬ 
lation, and research potentials respectively. 

As the game proceeds these installations 
become more and more powerful, and you’ll 
also have the option of building planetary 
defenses. Surrounding each planet are ten 
space squares. In these you’ll build shipyards, 
space docks, ships, planetary shields and 
offensive weapons. 

When it comes time to build ships, you 
have full control over their design. Each ship 
has a varying number of “slots” which you’ll 
fill with engines, generators, weapons and 
the like. Tons of various specialty items 
become available as your scientific communi¬ 
ty invents them. 

Combat is ship to ship, and like every¬ 
thing else in the game, is turn-based. 
Combat, and all in-system ship activity, 
takes place on a 3D map of the solar sys¬ 
tems. Each item’s position (ship, planet or 
star) is pinpointed by a grid and a “height” 
above or below this gird. Combat consists 
of clicking on a weapon and then on the 
target ship. Depending on your ship’s sen¬ 
sors, you may or may not be able to scan 
the enemy and see how powerful it is. 


REVIEW 




Just one of the weird alien creatures in the game 


The ship building screen allows for an almost 
infinite variety of designs 


Interstellar travel is accomplished via star- 
lanes between systems. Thus, part of your 
job will be to map out the galaxy and deter¬ 
mine the fastest way to get from one system 
to the next. Once a ship enters a star lane it 
is out of the player’s control until it exits the 
other end. As you research more powerful 
star drives, your ships will move through 
these lanes more quickly. We took great 
delight when we were beating on an enemy 
ship and it dove into a starlane to escape. 
With our fast star drives, we followed it into 
the lane, passed it in hyperspace, popped out 
the other side and were waiting with lasers 
charged when the hapless ship finally arrived! 
Scratch one enemy! 

Of course, with this many unique races 
diplomacy plays a large part of the game. You 
can attempt to trade various kinds of knowl¬ 
edge with other races, go to war with them, 
or form an alliance. Once you have an 
alliance you can ask for help in attacking a 
common foe, or ask them to make peace 
with a third party. Mind you, they won’t 
always grant your requests. 

The game isn’t perfect (what game is?) and 
after many, many hours of play we’ve devel¬ 
oped a wish list of improvements. The one 
major flaw, in our eyes, is the lack of definite 
victory conditions. The game is rather open- 
ended, and can go on for days. It would be 
nice to be able to shorten it up some by hav¬ 
ing a specific condition exist that’ll say 
“You’ve won.” 

There is an option to order a planet to 
manage itself. As your frontiers expand the 
sheer number of planets under your control 
can become overwhelming, so this is a great 
feature. It could be better. It’d be nice to tell 
a planet “OK, just start building factories 
until I tell you to do otherwise” and let it 
go. Instead, the self-management system 
tends to build archaic structures that don’t 
add as much to the viability of the planet as 
they might. 

Beyond that, though, any problems are very 
minor. The catch is, Ascendancy sucks you 
in and holds you in its grasp for hours and 
hours at a time. When you’re spending so 
much time playing a game, minor interface 


glitches tend to really start to bug you. 

We’re not sure whether this is a complaint 
or praise, though. If you’ve enjoyed games 
such as Master of Orion and Stars!, you’re 
going to love Ascendancy. If you’ve never 
tried one of these “conquer the universe” 
games, this would be an excellent introduc¬ 
tion to the genre. Recommended, as long as 
you don’t mind going without sleep! 

Peter Smith 



This planet is about as developed as we can get it! 



A small part of the research tree 


Designed by: The Logic Factory 
Published by: The Logic Factory 
System: DOS 
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Have you ever wondered what it mutiny and vicious battles with rival ships, you may be 

would feel like to be on top of the lucky enough to reach the New World. However, your 

world? How about beneath it? There are those who have journey is far from over. You must now embark on your 

today, you could be ou top of the world. 


already experienced such exhilaration. Their 


names? Columbus, De Gama, Le Maire, Cook 


and Bougainville - the worlds most famous 
explorers. Now you can create your 


own adventures in Exploration - A 


quest to found a colonial empire. Conquering 


villages, winning over 


the natives and tilling 


the land are 


a remarkably in-depth 


game of strategy 
and world conquest, 
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new from Interactive Magic. 
Before you set sail from Spain, 



Portugal, England, 


France or the 


Netherlands, you 




but a few of the challenges 
facing you and your 


-> 


weary crew. 


The graphics are 


nothing short of brilliant. 
Complemented by unlimited, 


realistic animation scenes, every new 
game brings new territories to conquer. 


New adversities to overcome. The 


tour your home port. Oversee 
the construction of your shipyard. 


tomorrow, beneath it. 


adventures and newfound 


Enlist your crew. Equip your ship. Buy 
and sell commodities. In fact, you may 
even want to make a trip to the local 
banker for information about funding 
your expedition. After surviving possible 



fortunes are virtually limitless. 

For more information on Exploration, 
simply give us a call at 919-461-0948. 


The New World awaits your 
arrival. Do you have what it 


takes to make it there? 



NTERACM 

MAGIC 


A game of strategy and world conquest for PC CD-ROM. 


© 1995 Interactive Magic 
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Panthers in 
the Shadows 

H PS Simulations, the wargamer’s com¬ 
puter company. That’s what the ads 
say. Scott Hamilton makes no bones 
about it; he’s not after the casual gamer. 
Isn’t concerned about the cross-over-strate¬ 
gy-roleplaying market. He wants the 
wargamer who has played since Avalon Hill 
released Tactics II. 

His games are detailed, in-depth simula¬ 
tions of armored combat. Panthers in the 
Shadows, HPS Simulations 1 fourth release, is 
a flake off the ol’armor - expanding, refining, 
and polishing the gaming engine originally 
released in I993’s Point of Attack. 

Panthers depicts tactical combat on the 
western front (and North African desert) 
from 1939 to 1945. The hexes represent 100 
meters, turns are one minute, and units are 
normally platoon sized - although smaller 
detachments may be created to establish lis¬ 
tening and observation posts. 

The game leaves no stone unturned in its 
quest for realism. The gamer can model vir¬ 
tually any battalion or brigade level clash of 
the war. There are rules for paradrops, 
engineers (including bridge demolition), 
amphibious assaults, airstrikes, naval gunfire 
support, and counter battery, to name a 
few. If it happened, Panthers In the 
Shadows can simulate it. 

The database, as appropriate for such a 
detailed game, is immense. Panthers con¬ 
tains data on over 1500 weapon systems and 
2000 munitions. Most of the war’s combat¬ 
ants are represented, including three types 
of German forces: Army (Heer), Air Force 
(Luftwaffe), or Waffen SS. 

Scott feels this profusion of weapon systems, 
nationalities, and terrain (numerous maps are 
provided - more can be built) is one of 
Panthers’strong points.“l like recreating bat¬ 
tles I’ve read about,” says Scott. “I feel Panthers 
is a great system for ‘gaming’a book.” 
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The firefight 

Those familiar with HPS’s previous releases 
will feel at home. Each turn is divided into 
several phases. Players issue orders then 
observe the results of their generalship as 
the game cycles through the airstrike, indi¬ 
rect fire, counter battery, ambush, direct fire, 
and movement phase. 

The detail involved is staggering. Indirect 
and direct fire are resolved by individual 
rounds. Such diverse elements as wind, 
morale, trajectory deviation, and illumination 
affect hit probability. 

Nevertheless, what sets Panthers apart is 
Scott Hamilton’s belief in the confusion of 
war. “If war was easy, it wouldn’t take twenty 
years to make colonel,” he says. To this end, 
morale and random interference - 
Clausewitz called it the friction of war - play 
a large part in HPS’s simulations. 

Units will not fight to the last man. 
Casualties cause them to break, becoming 
useless until rallied. Platoons won’t move 
when ordered. There is a delay based on a 
unit’s morale and proximity to higher head¬ 
quarters. Airstrikes won’t automatically hit 
the selected hex - or even the enemy. 

To be honest, this may scare off many 
gamers. There are times, due to movement 
delays, or random occurrences, when 
nothing much happens during the activity 
phase. This is not a game of immediate 
sensory gratification. 

In fact, sensory gratification is Panthers’ 
weak point. The graphics, while an improve¬ 
ment over Tigers on the Prowl, and light 
years ahead of Point of Attack, are behind 
Panzer General. Steel Panthers, or 
Front Lines. Sound support is nil... PC 
speaker only. 

By contrast, interface is top notch. To 


Scott’s credit, he has listened to customer’s 
suggestions and created a truly user friendly 
environment...considering the complexity of 
the simulation. The numerous game functions 
may be accessed through logical pull down 
menus. Graphical representation of LOS 
queries are provided as is a pull down “staff’ 
to help you plan. 

The “Staff Menu” is Panthers greatest 
interface innovation. The menu allows the 
player to check the personnel, targeting, and 
supply status of his charge. Additionally he 
may gain intelligence on the enemy, i. e. 
where are his units? What is his intention? 

A clever and indispensable player’s aid. 

There are nine scenarios provided and HPS 
may release more in the future. Additionally, 
the game includes an extensive scenario edi¬ 
tor. It allows the gamer to control every 
conceivable variable of scenario design; type 
and force size, training level, weather (we’re 
talking temperature, wind speed/direction, 
ground conditions), morale, supply, and dud 
rate. The detail is incredible. However, if you 
are suffering from minutia overload, you can 
let the computer choose and place the force. 

An outstanding simulation for the hard¬ 
core gamer. Casual gamers may want to 
check out a friend’s copy first. Nevertheless, 
if you’re the type of person with a well worn 
copy of Tactics II on the shelf, Panthers in 
the Shadows might be the game for you. 

Mark Walker 


Designed by: HPS Simulations 
Published by: HPS Simulations 
Systems: PC 
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Exploration 


B ill Stealey’s new company, Interactive 
Magic , has a strong lineup of titles in 
the works. One of the first to actually 
hit the street is Exploration, developed by 
German firm Software 2000. Exploration is 
a game of world discovery and empire build¬ 
ing. As such, it’s a mixed bag. 

Exploration players can choose to be one 
of five famous explorers representing Spain, 
England, France, Portugal, or Holland. When 
played on an historical map, each player 
starts in the appropriate geographical loca¬ 
tion; on random maps, however, the differ¬ 
ences are in name only. Each of the five 
countries can be inactive, computer, or 
human controlled. There is no provision for 
modem or network play. Multi-human games 
will be via “hot seat.” 

As is typical for games such as this one, at 
the start of play each country owns one city 
and one ship. You’re responsible for outfit¬ 
ting your ship and sailing off into the hidden 
map in search of potential colony sites. You 
can build a colony from scratch, or convert a 
native village by attacking or negotiating with 
them. The latter is the best course of action. 
A few trinkets and you get a jump-started 
village as the native population starts to 
work for you. Once a colony is established, 
your task is to make it profitable by investing 
in plantations and mines. 

Fans of this genre know how addicting 
these games can be. Vast stretches of time 
slip by as you play “one more turn,” and 
Exploration is certainly no exception. From 
your humble beginnings, you’ll quickly gradu¬ 
ate to getting your empire started. Soon, 
you’ll be ferrying goods from your colonies 
to your home port where you’ll sell them for 



The bulk of your playing time will be spent on 
this screen. Note the world map at top left— 
still lots of unexplored terrain! 



The pristine waterfront view of a small port. Lovely, isn’t it? 


cash, and ferrying cash and colonists back to 
the colonies in order to help them grow. 

Eventually you’ll begin to rub shoulders 
with other countries, and inevitably at some 
point hostilities will break out. War is very 
pricey in Exploration, so you’ll want to pick 
your conflicts with care. Loading a ship with 
cannons, cannonballs, powder, and enough 
food and water to give the ship a decent 
range leaves your coffers empty and your 
holds full. Actual combat is very simple; just 
move onto the unit you want to attack and 
the results are displayed. You can hire vari¬ 
ous types of mercenaries to handle land bat¬ 
tles. 

As a representative of your country, you 
cannot ignore the homefront. The church 
must be kept happy or else you’ll be ex¬ 
communicated. If excommunication occurs, 
your troops’fighting ability drops, your 
colonies’production drops, and every other 
country will declare war on you. The church 
becomes upset when you wage war, let your 
crew go hungry, or abuse natives. To pacify 
the church, build chapels and donate gold to 
the parish back home. If you manage to real¬ 
ly get into the church’s good graces you 
might be blessed, which increases fighting 



One weakness in the game is random events. 
Fires are completely random and can be devas 
tating. There is no way to prevent them, other 
than the old “save/restore” cycle 


and production values. 

So far, so good, but there are some (small) 
flies in this ointment. First of all, it seems the 
king and church are a bit hard on you. A 
country that claims to be at peace with 
yours will sometimes attack one of your 
colonies. If you reciprocate, the king accuses 
you of belligerence and the church starts 
thinking of chucking you out. It seems the 
only way to keep them happy back home is 
to turn the other cheek. That should be one 
option, but not the only one, eh? 

Having a ship out in the middle of the 
ocean with no victuals is not a situation 
you’d bring about intentionally. But if this 
happens through faulty planning, the church 
will start accusing you of sinning every turn, 
even though you’re doing your utmost to get 
those poor bastards back to port alive. This 
can do great damage to your reputation with 
the bishops back home. It would seem a sin¬ 
gle “sin penalty” would be sufficient for any 
given trip that ran out of food. 

In all, though, Exploration is a decent 
effort. The basic gameplay is simple but high¬ 
ly addicting, and the game moves fairly quick¬ 
ly. Indeed, an argument could be made that 
the game lacks depth, but that seems to be a 
conscious design decision. The emphasis is 
on exploring and colony building, with war¬ 
fare and trading taking a back seat. The 
graphics are pleasing but not really notable; 
on the other hand, how many new games can 
state their minimum platform requirement as 
a 386sx? If you’re only going to buy one 
“explore the hidden world”game there may 
be better choices, but Exploration is cer¬ 
tainly not without its charms./^ 

Peter Smith 
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Command & Conquer 


An early Nod mission is to capture this prison 
camp 


An advanced Nod base, with all of the 
accoutrements of terror 


A stealth tank attacks the GDI base, with the 
helicopters attempting to defend 


REVIEW 


W ell, we’ve been waiting for this one. 

The hype has been building since last 
spring (and yes, we were part of it) 
and fans of Westwood Studios' Dune II and 
Blizzard Entertainment's Warcraft have been 
drooling in anticipation. So here at last is 
Westwood's Command & Conquer. Now the 
question is, does it meet our wild expectations? 

In a word, yes. Command & Conquer is an 
adrenaline rush in a box. 

Let’s back up a bit. In case you’ve been living 
under a rock for the past six months (or you’re 
new to computer gaming) we should tell you 
that Command & Conquer is a game of com¬ 
bat played in real-time. Not really a wargame in 
any sense of the word, C&C forces you to scroll 
frantically around a map, building new instal¬ 
lations, commanding troops, and search¬ 
ing for tiberium (more on that later) 
while the enemy attacks you relentless¬ 
ly. At the same time, though, it isn’t all 
action. It requires some thought to 
come up with sound tactics. 

In the near future, a new material 
called tiberium has fallen to earth via mete¬ 
orites. Tiberium has a curious quality. It sucks all 
the precious metals out of the ground, and 
deposits them as a crystal on the surface. It 
then remains for some capitalistic individual to 
merely pick up these crystals and sell them for 
big bucks. 

Needless to say, there is some competition 
for tiberium fields. Out of the dark past 
emerges The Brotherhood of Nod, an ancient 
organization bent on world domination. Kane, 
the leader of Nod, sees tiberium as his chance 
to build the Brotherhood into a major world 
force. Opposing Kane’s plans is the Global 
Defense Initiative (GDI). 

You step into the shoes of a new recruit on 
one side or the other. Unlike the earlier real¬ 
time strategy games, the two sides here are 
quite different. Each has a different selection of 
installations and units that it can build, and each 
campaign takes place in a different part of the 
world. The GDI fight is in Europe, while Nod’s 
goal is control of Africa. 

In terms of what constitutes playing a sce¬ 


nario, you generally start with a handful of 
troops, some cash, and a “mobile construc¬ 
tion vehicle.” This last gizmo is converted into a 
Construction Yard which you’ll use as the cor¬ 
nerstone of a base. Various installations need to 
be built, and each one costs you cash. Among 
these installations is a tiberium refinery that 
comes with a harvester. The harvester will col¬ 
lect tiberium that is converted to cash when it is 
returned to the refinery. In this way you’ll have a 
constant income to support your war effort. 

Now all the while that you’re building your 
base, you’re also giving troops orders to move 
and attack. Therein lies the tension, since this is 
a game where mayhem is the rule rather than 
the exception. Fortunately Westwood has given 
us an interface that is as smooth as glass. 
Units are selected by “lassoing” 
them (and if there is a limit to 
the number of units you can 
select at one time, we 
haven’t encountered it) and 
the cursor then becomes 
intelligent. If you click on open 
terrain, the selected units get a “move 
to”order. If you click on an enemy, they get a 
“fire at” order. There are certain advanced com¬ 
mands that require a keypress, but these strike 
us as strictly optional, and many players will 
never use them. 

Any flaws we have to report are minor. First, 
the Al can sometimes act a bit dense. If you 
want to move a unit a long distance, you’re bet¬ 
ter off doing it in short hops, lest it decide to 
take the long way around an obstacle. Second, 
since the view is oblique, there are times when a 
unit is hidden behind a tree or building briefly. 
Third, your troops will often drop to their bel¬ 
lies and crawl when they come under fire. This is 
normally well and good, but when a harvester is 
heading for them (harvesters have no offensive 
abilities, but can and do squish infantry quite 
nicely!) you’d like to be able to order them to 
stand up and RUN , for pity’s sake! 

After you’ve played both campaigns, there 
are multi-player options to explore. Two play¬ 
ers can go head to head via serial cable or 
modem, and four can play over a network. 


There are specially 
designed multi-player 
scenarios, and some special rules as well. For 
instance, you can choose to have the battlefield 
littered with crates that contain various toys of 
destruction, including those normally used by 
the opposing side. 

Everything about this game shouts quality. The 
sound effects, using digital audio, are superb. The 
music has a pulsing techno-beat which fits the 
game perfectly. The sound options menu has a 
CD player-like interface that allows you to 
choose which music cuts you want to hear, and 
in what order! The storyline is solid and involv¬ 
ing, and is told via many mini-movies that mix 
rendered and digitized video footage. Game 
play is totally intense. Heck, even the install 
program is cool! 

If you absolutely hate real time 
games, you may be excused. All the 
rest of you, though, get out there 
and check this game out. We 
seriously doubt you’ll be sorry you 
did. Westwood has really raised the 
bar with this one, but they aren’t 
standing still. They’ve already announced 
Command & Conquer 2:Tiberian Sun. 
The battle continues! 

Peter Smith 


Total carnage, Command & Conquer style... who 
needs SVGA? 
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Y ou are in command, the stakes are high, and planning is the critical < 

challenge. Your force behaves like real soldiers affected by morale, 
the command structure, and other factors too numerous to mention. At your 

disposal are seven Staff officers to “brief” you on the complete battle situa- ^ a ly. 

tion. With over 5,000 weapons/gun systems, exacting penetration/dam- 
age calculations, and an extremely challenging Al, you must use your WlL 

Based solely on historically accurate military specifications, this 
is the most realistic small unit combat simulation available. Get 
I K ready for a truly unique way to study and explore military history. 

Panthers In the Shadows — At least you're still at home when the smoke clears... 

TM While designed for all levels of wargamers, Panthers In The Shadows is not recommended for first-time 

gamers without some understanding of military forces and operations. 
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Heroes of 
Might & Magic 

A fter seemingly losing their way with a 
series of below average products (from 
Zephyr to the legendary Celebrity 
Multimedia Poker), New World Computing have 
stormed back with the long awaited Heroes of 
Might & Magic, a true hybrid of strategy and 
role-playing game that works equally well as 
either. It’s a beautiful game, graphically and aurally, 
and is so easy to play that any gamer should be 
able to navigate the entire game in a matter of 
minutes. 

Part of the reason for its ease of use is its 
familiarity. Some players will notice bits of SSCs 
brilliant Warlords series here and there, but 
anyone who has played New World's underrated 
King’s Bounty (circa 1990) will feel right at 
home. This is in many ways a supercharged ver¬ 
sion of that game, adding more depth and what is 
perhaps the finest interface in any strategy game. 

Interface is one place where Jon Van 
Caneghem’s designs always shine. Heroes is in 
many ways similar in interface design to his 
Might & Magic role-playing games. You can 
jump from any screen to any other screen via a 
single mouse click or a hot key. There’s no wad¬ 
ing through level after level of menus in order to 
find the information that you need. 

You’ll need plenty of information as you com¬ 
pete against three other warlords, either com¬ 
puter controlled or against another person at the 
same computer, over a modem, via direct serial 
link or over a NetBIOS network, in order to gain 
territory and riches. The large number of scenar¬ 
ios in the game each have their own winning con¬ 
ditions. 

The player starts with one hero, a few troops 
and a castle. The castle can be improved upon by 
adding taverns, guilds, shipyards, wells and various 
creature dwellings. By adding these enhance¬ 
ments you will be able to recruit more heroes, 
get intelligence about your opponents, develop 
new magic spells and recruit the creatures that 
will be needed to defeat your opponents. If 



We’ll have to face off against some pikemen to get 
that armor artifact and get access to that mine 

you’ve recruited all of the creatures at a particu¬ 
lar dwelling you’ll need to wait a full week in 
order for it to be restocked. However, certain 
bonuses can be attained that will speed this up. 

The game is fairly flexible with regards to diffi¬ 
culty, which should allow players to customize it 
to their own ability. There are canned settings 
that affect how many resources each player starts 
with and you can tinker with the computer’s Al a 
bit. If you get too good at the game, they have 
included the “King of the Hill”option, where all 
of the computer opponents will ally against you. 
The various difficulty settings has an affect on the 
final score that you will receive after completing a 
game. 

You can play any of the scenarios for a quick 
game (well, they’re not really that quick - expect 
several hours of play per scenario depending on 
its difficulty) or choose to play out a campaign, 
which spans eight scenarios. Once you complete 
one scenario, you move right on to another, and 
since each game turn is a day, more points are 
awarded for completing each scenario in the 
fewest number of days. 

As you find treasure and win battles your 
heroes will gain experience, which will allow 
them to increase their stats. The four different 
types of hero have their own strengths and weak¬ 
nesses, and it’s extremely important for the play¬ 
er to know what they’re facing when entering 
battle lest their hero be easily defeated (which 
ties in with the need for intelligence reports by 
building thieves guilds in your towns). 

There are two different types of combat the 
player will be faced with - field combat and castle 
siege. When you attack a structure or another 
troop, the game switches from the map view to 



The caravan in the upper right of the map supplies 
rogues.That gold in the south looks tempting... 

combat screen. The troops face off on the 
screen, with each unit taking a turn. The comput¬ 
er can play out the combat for the player, but it’s 
not recommended. The hero doesn’t actually 
appear on screen, but by accessing the command 
center the player can retreat, cast spells and sur¬ 
render. Casting spells and possessing units with 
ranged weapons guarantee victory, though you 
can easily neutralize a team of archers by placing 
one of your units within one square of them 
(they are easily defeated in close-combat and can¬ 
not fire their arrows). 

The combat in the design is where perhaps 
hardcore strategy fans may be slightly let down. 
You cannot stack units or attack with more than 
one hero (though you can exchange troops 
between heroes). There’s very little you can do 
to flank an opponent due to the small size of the 
combat area. 

As someone who spent an obscene number of 
hours with Warlords II I can say that I’m enjoy¬ 
ing Heroes of Might & Magic for most of the 
same reasons. It’s so playable and immediately 
accessible. You sit down and get right into the 
game with a modicum of setup and five hours 
later you finally turn off the computer. It’s less of 
a combat-oriented strategy game than Warlords 
II, which is fine with me as that game often 
turned into a bloodbath. Overall, this is the most 
enjoyable strategy game and role-playing game 
I’ve played so far this year. 

Steve Bauman 


Designed by: Jon Van Caneghem 
Published by: New World Computing 
Platform: DOS 



When you hire a hero they bring along troops 
with them - click on the portrait for their stats 



A castle siege begins - note you get a catapult 
to destroy the walls 


Our castle is now equipped to produce new 
spells, sprites, elves, and druids 
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Dare to enter the waters once again... 

This time it f s not just personal - it's a matter of life or death . 



A classic multi-award winning game is back and enhanced 
in this it’s second incarnation - The Lost Admiral II. 
Strategy and stealth are required to successfully 
maneuver your submarines and surface ships 
through enemy lines in preparation for 
an all out attack on your adversary. 
Your progress is tracked all along the 
way with full-player history tracking. 

Run a tight ship, because 
conquering the world 



won’t be 


to do. 


Monumental pre-designed maps. 

Utilize land troops as well as your naval fleet to combat the 
improved Artificial Intelligence in an attempt to regain your name. 

See the combat in SVGA graphics and play against a human 
adversary over MODEM. 


Combat a third computer controlled interloper (optional). 

Tremendous randomly generated scenarios and campaigns 
round out a titanic gaming experience. * 1 
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Rise of 
the West 


I f you haven’t noticed already, we are under 
attack. The multimedia juggernaut is invad¬ 
ing our industry. While the benefits of full- 
motion-video, interactivity and virtual reality 
are real, what we often see when we open the 
box and boot up a game are a lot of pretty 
pictures we get to stare at while the interac¬ 
tive game interacts with itself. RAW 
Entertainment is part of a small counter-culture 
movement leading the way back to putting 
gameplay in before the label goes on the box. 

Rise of the West (RotW) is a Windows- 
based game which owes its origins to the 
marvelous boardgame Empires of the Middle 
Ages, produced back in their heyday by SPI 
and designed by Jim Dunnigan, the 
Prometheus of wargaming. 

RotW puts you in the driver’s seat of a 
major power in Europe, giving players the 
chance to see if they could have done any bet¬ 
ter at standing off the Mongols, keeping 
Charlemagne’s empire together or resisting the 
hordes of Islam than those who came before. 

Up to eight of your friends can compete 
with you for domination of the Old World. 
Any or all of the empires may be run by com¬ 
puter players that are ruthless if you get on 
their bad side. 

Each turn represents the passage of five 
years, and each empire has a ruler whose 
presence is represented by three categories 
or statures. These statures cover military 
conquest, domestic policies and diplomatic 
affairs. The statures run from a low of one to 
as much as nine, though the numbers four 
and six through eight are omitted, making 
fives and nines especially valuable. 

Periodically, individual statures may change; 
eventually, the king will die. Then all statures 
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Players can trade holding cards with each other 
and the computer players 



The different area characteristics can all be shown on the map, here set to display language differences 


are rolled for again. High values will beget 
high values, for the most part; and low values 
will frequently stay low, turning stature 
checks into a tense slot-machine procedure. 

Play rotates from empire to empire, and 
each empire may perform a number of 
actions (usually around six, though more 
operations may be bought) during a turn. The 
success (or lack thereof) of a player’s actions 
depends not only on their ruler’s abilities, 
but also on differences in religion, population, 
social state and language. 

The map is divided into numerous areas. 
Most empires will start out with a half-dozen 
or so. Each area has a dominant language, 
religion and population value, all of which 
may change during the game, either through 
player action or as a result of random events. 

When a player declares an action the pro¬ 
gram adds the appropriate modifiers to the 
proper stature, and displays the chance of 
success. Most actions have a cost in gold; 
more gold may be added to increase your 
chances or to decrease them, if your oppo¬ 
nent objects. 

Diplomacy plays a major part in the game. 
Developing diplomatic claims and ties to 
areas aids in ruling an area attached to your 
empire, and may result in outright conquest 
through the power of the pen. Parties in dis¬ 
pute over a claimed region may put the issue 
to a vote before all the empires. 

At the beginning of a player’s turn a hold¬ 
ing card is received. Up to three cards may 
be kept, and players can trade cards with 
other empires. Computer players frequently 
propose trades, and may also accept your 
offered trades. 

Scenarios date from 770 and the time of 


Charlemagne to the 1500s and the beginning 
of the Renaissance. Not only that, but the 
game comes with a scenario editor which is 
simple to use, even without reading the docs. 
Having an abiding interest in the Roman 
Empire, I found the only impediment to cre¬ 
ating a scenario showing Rome at her height 
was my own lack of knowledge regarding the 
small details of language, etc. rather than any 
difficulty understanding what to do. 

RotW puts players in a position that must 
have been familiar to monarchs of the pre¬ 
ceding two millennia; being overwhelmed 
with problems, both internal and external. 
There is never enough money, and for every 
proactive task you accomplish it seems there 
will be two reversals of fortune. If you are 
not struggling with other empires you may be 
beset with one of the several types of minor 
powers. Or perhaps there is an outbreak of 
heresy, or the plague. Worse still, you could 
be playing the Byzantine Empire and have the 
Mongols show up on your doorstep. 

There is no sound, and the graphics are 
basic. No glitzy animations or digitized 
sounds here. In fact, RotW fits on one flop¬ 
py, and the manual is a Xeroxed copy. What 
RotW presents, however, is many hours of 
fun for those interested in history especially, 
and an education in the many headaches that 
plagued rulers of old. 



Samuel Brown Baker 
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20,000 MEN LAY STREWN ON THE BATTLEFIELD... 

ENEMY GUNS RIPPING INTO YOUR FLANK... 

CAVALRY ADVANCING TOWARDS YOUR CAPITAL... 

DECIDING THE FATE OF A NATION WAS NEVER GOING TO BE EASY 
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Perfect General II 


The Color War 


F ield commanders milled about the 

tent, lighting up an occasional cigarette 
or drinking hours-old coffee to occupy 
the time. They waited. A war story was told, 
a joke was passed, a comment was made, but 
still they waited. It was a fact of life in the 
army that no matter how many times you 
scrutinized your wristwatch the boorish act 
would never shorten one’s wait or hasten 
the enemy’s next move. They waited howev¬ 
er, not for a lurking enemy to come storming 
across the wire, but for their illustrious 
leader to conduct their long delayed meeting. 
Finally, after everyone was just about ready 
to meander quietly into the mess tent for a 
well-deserved hot dinner, he entered. 
Cigarette butts were flicked into half-filled 
coffee cups as officers returned to their 
seats, stomachs still grumbling in earnest. 

Two hours from now, k-rations would have 
to do for the Johnny-come-latelys. In the 
meantime, there was business to attend to. 

“Gentlemen, G-2 reports that the Red 
Army is massing troops for an all-out inva¬ 
sion of the Teal Islands. Now I needn’t 
remind you how important these islands are. 
Many contain some of the most significant 
weapons production facilities we operate, 
including most of our secret weapons 
research sites. Loss of these islands can, and 
will, seriously impede our capacity to wage 
war against our aggressor. To say nothing of 
the fact that the loss of our secret weapons 
facilities would be inconceivable, perhaps 
even grounds for surrender. Ours. We can 
not, let me re-phrase that, we must not let 
the enemy gain possession of these islands!” 

Murmurs intermixed with churning, near- 
audible stomach acid. For most of the assem¬ 
bled officers, defending an island on an empty 
stomach was the last thing on their minds. A 
hand in the back of the tent sprang up, call¬ 
ing for the general’s immediate attention. 
“What’s the plan, General?” 

Looks were exchanged as if the question 
were scripted, the act choreographed. It was. 
An adjutant handed a pointer to the general 
as if they were rehearsing for a baton pass. 
The general half-turned to face the map, 
extended the telescopic pointer, then 
slapped it heavily on the vertical battle map 
spread out before the audience. 

“Here! Here’s where we’ll stop ’em.” 

The congregation’s attention, save the 
adjutant’s, was galvanized to the prescribed 
spot on the map where the pointer lay. Like 
a deft magician toying with a mesmerized 
crowd, the general chose his moment to per¬ 
form his trick. Carefully, he dabbed away the 
smudge of Hollandaise sauce peeking out 
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Recon map for The End Justifies the Means! 

from under his mustache. The adjutant, 
standing off to the side, took note of the 
sleight of hand, and sighed. 

“Some Perfect General”, he mumbled, as 
he burped up gas from his still digesting 
meal. 

The Color Wars Campaign 

Thus far, it’s been a long and bloody war 
with no apparent end in sight. The countries 
of Red and Blue have been trading blows and 
counterblows for the better part of a year 
now. Much like tired and battered boxers, 
both armies are reeling on the ropes ready 
to land face down on the worn battlefield 
canvas. 

That is, until now. 

The Red Army has managed to scrape 
together its last reserves in a desperate 
attempt to break the stalemate. Intelligence 
has finally learned why the Teal Islands have 
been so heavily defended, and why they need 
to be taken, at all costs! 

Scenario #1: Beach Erosion!!! 

As the Red commander, it’s up to you 
seize the smaller of the two islands so that 
you may use it as a staging area for the larger 
invasion. Victory points matter little, since 
you must control each of the four campaign 
victory regions to advance to scenario two. 
Sounds simple, eh? Well, the catch here is 
that you must control every single VP hex. 
Lose control of just one and you’re up for a 
court martial! 

As the Blue commander, you don’t need 
to worry about victory points. Retain just 
one of the campaign region hexes at game’s 
end and you’ll be proclaimed the victor. 

Scenario #2: The End Justifies 
the Means! 

As the Red commander, your forces must 
now steal their way onto the tips of the larg¬ 


er island, then fight their way inland to the 
weapons installation. The aircraft carriers 
have been damaged in the earlier assault, so 
your only help comes from the distant bat¬ 
tleships standing off-shore. Along the way, 
you’ll be challenged by several dozen fortifi¬ 
cations, minefields, fixed gun emplacements 
and a host of enemy troops just itching for a 
fight. After all, they’ve been sun tanning 
themselves long enough! 

As the Blue commander, you must deny 
Red control of the Trinity secret weapons 
facility, at all costs'. Even if Red does manage 
to secure the site, you can still win by retak¬ 
ing the facility. Good luck, and whatever you 
do, don’t drop the bomb! 

The road to war 

To play these custom designed scenarios, 
copy all of the .IDX, .RCN, .SCN and .CMP 
files from the Perfect General II subdirec¬ 
tory (found on the CD) onto your hard drive 
and into the SCEN subdirectory of Perfect 
General II. 

Many thanks to the staff at QQP for allow¬ 
ing Strategy Plus magazine full rights to pro¬ 
duce these custom designed scenarios, 

Marc Dultz 
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If you were blown away by 
Panzer General; you'll be blown 
to bits by ALLIED GENERAL ! 


WINDOWS 95 
CD-ROM for IBM 
& Compatibles 


P NZER GENERAL took the gaming world by 

orm. It established an entirely new game ^SIE 
itegory, prompting Computer Gaming World 
it, “...such fun lhal even non-wargamers 
kelg lo find themselves hooked. ” 
slow, prepare to become an ALLIED GENERAL, 
olume II in SSI’s premier 5-Star Series has you in its 
sights — and this lime the battlefield is the state-of- 
the-art Windows®95 environment! 

Like its award-winning predecessor, success 
depends on your effectiveness as a leader. Play three 
campaign games as an American, British or Russian General against 
the German army. Or choose over 35 scenarios that let you play as either 
the Allied or Axis side. Engage in a little conjecture: several what-if scenarios 
include Churchill’s never-realized invasion of Norway — Operation Jupiter. 

With so many choices, your abilities will be tested as never before! 

Watch your forces grow with each victory. Use new troop types such as Einnish 
ski troops. Engage in E-mail gaming with 

streamlined lile transfer and full VCR playback . 

of your remote opponent’s turn. All of (his and V 

more await your challenge. Welcome to the next - ^ 

generation of strategy gaming! ■ - UHt 0(i , £i III 


ALLIED GENERAL. 

The excellence continues 

To Order: call 1-800-601-PLAY with Visa/MC 
(North America only). 


ALL IED GENERAL and PANZER 
GENERAL are trademarks of 
Strategic Simulations, Inc <5^1995 
Strategic Simulations, Inc. All rights 
reserved. Windows is a registered 
trademark of Microsoft Corp. 
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Celtic Tales: Balor of the Evil Eye 


Or, what Yeats never told you about Old Eire 


Battles 



Runaway! Runaway! an uneven battle 



A fair fight 



Ugh, I thought Ireland was supposed to be 
green! 

(highlighted area shows movement range of 
selected champion) 


K oei have always combined strategy and 
adventure with a dash of role-playing. 
Their latest offering, Celtic Tales: 
Balor of the Evil Eye (Balor) abandons the 
realm of Asian history (and EGA graphics) for 
that of 16 color VGA European legends. Set in 
Celtic Ireland, Balor follows Koe/’s typical for¬ 
mat; you have to consolidate, expand, and con¬ 
quer in roughly that order. Your foe this time is 
the evil tribe of the Fomors, led by the even 
nastier (and uglier) Balor, whose cursed eye 
casts deadly spells upon his enemies. Starting 
with only a handful of heroes and a small plot of 
the Emerald Isle, your job is to unite Ireland, 
defeat the Fomor’s, and ultimately kill Balor 
himself. To keep your Irish eyes a'smiling (and 
bring tears to Balor’s malevolent ocular), you’ll 
have to start off on the right foot. Successful 
play at the beginning of the game will pay off in 
victory; early mistakes will prevent you from 
ever rising from the bogs. 

Like many resource management games, 
there is a snowball effect in Balor. Well-man¬ 
aged territories become powerhouses, while 
those that fail to develop early remain weak. 
Constant attention to the development of 
lands and champions early in the game will 
thus make the endgame that much easier. 

Here we take a look at Balor, the early 
years. Your initial choice of leader and tribe is 
important. Leaders come with two to eight 
champions and from one to three provinces. 
Most are good choices, though Sinnan Og’s 
Falias tribe and Lugh’s Rodruban are quite 
weak. If you go for just one province, choose a 
leader like Finn, who brings eight champions 
with him. If you want more territory, Mebd 
and Angus Og make decent choices, as do 
Manannan and Morrigan. Putting your back to 
the sea like Angus protects your flanks; putting 
your champions in the middle of virgin territo¬ 
ry like Finn aids in rapid expansion. 

Otherwise, the characteristics of a leader 
don’t really matter much at first. 

Your starting territories will be merely ade¬ 
quate. Your first priority should be to improve 
what you have and explore the area. Bards should 
cast Increase Herd, and maybe Farm to improve 
agriculture. Other champions should build your 
power and culture values up towards their maxi¬ 
mum of level 47, supported by occasional mining 
and lumbering expeditions. 

Mine good rockland deposits (30+) and oak 
forests (40+) to increase your stock of materi¬ 
als; when your rocks look like pebbles and the 
trees give out, move on. Don’t waste heroes 
tending cattle; it doesn’t seem to help much. 


Any surplus heroes should be exploring or 
training. If you can’t do everything, explore 
first, build second and gather resources last. 

Developing your starting provinces not only 
provides you with a strong base for expansion, 
but also gives you the resources you will need 
to trade and communicate with other tribes. 
Nothing is free in old Eire, and even establishing 
relations with your neighbors will cost tribute. 
Grain makes a good basic currency, but cattle 
are more valuable, and metal is as welcome as it 
is scarce. Start crafting items as soon as you can 
spare a champion or two; in addition to increas¬ 
ing your champions’skills, items make great trib¬ 
ute and trade goods. Heroes with the Form skill 
make the best craftsmen. 

It is more important to develop intensively 
early than to expand rapidly. Too rapid an 
expansion simply leaves your outlying 
provinces vulnerable to attack, and you can’t 
afford to lose champions to other tribes in the 
early stages of the game. Losing battles also 
costs you prestige that is hard to regain. Still, 
expand you must, or you will never collect 
enough champions to punish the Fomors. 

Exploration must precede conquest, so 
send out your heroes. Your explorers will 
often find unoccupied provinces adjacent to 
your starting location. Consider such prizes 
carefully. The other tribes in Eire are an 
aggressive lot, so moving a single champion 
into open land could prove a recipe for disas¬ 
ter. Send two or three, leaving at least three 
or four behind to defend your homeland. 

Try to recruit every champion who visits 
your tents; it costs nothing, and a few rein¬ 
forcements early in the game can be crucial. 
Recruiting is mostly luck, as you can never 
guarantee any particular champion will come 
calling. High level champions will only work for 
other high level heroes, so try to increase 
your champions’experience as soon as possi¬ 
ble. Champions gain experience through nor¬ 
mal tasks and fighting, but they can also gain it 
quickly through games of hurley. Buy spells 
carefully, as they can be expensive; you only 
need a handful of spells to win. Paying 35 head 
of cattle to challenge a champion is usually not 
worth it, either. 

Other tribes are not your only obstacles to 
success early on. The Fomors will do their best 
to discomfit your plans. Every Samhain 1st, a 
Fomor champion will visit your leader and 
demand taxes. If you pay, you lose some cattle, 
grain, wood, and metal. If you refuse, you have 
to fight to avoid losing even more. Bargaining 
just wastes time. Fomor champions all have 
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strengths over 200, and are armed with Skull 
Crusher axes. Don’t fight until you have a cham¬ 
pion with similar stats. You don’t have to use 
your leader, and shouldn’t unless she is really 
good with a sword. When you have a champion 
over 200 strength, and over 100 in Arms ability, 
then become a tax protester. Winning helps 
your prestige, cancels that years’taxes, and wins 
the attention and perhaps the largesse of Domu, 
your benevolent goddess. 

Unfortunately, the evil Fomor will also raid 
your provinces randomly throughout the year. You 
can’t oppose these forays no matter how strong 
you are. Just take solace in the anticipation of your 
coming victory, and have a pint of Guinness. 

Endure the Fomors, and limit your early 
ambitions. Time is plentiful; if you can hold on 
to what is yours you can always out-maneuver 
your neighbors for what is theirs later on. The 
game manual claims that diplomacy is prefer¬ 
able to war, but this is not true in the early 
game. Persuading tribes to join yours is a long¬ 
term process which requires a lot more pres¬ 
tige and wealth than you have in the early 
years. War is much easier as an early option. 

There are two main reasons to go to war 
early in the game. One is to improve your geo¬ 
graphic position, by consolidating your hold on 
a tight group of provinces with protected 
flanks. The other is to gain champions for your 
cause. Taking territory for the sake of it is 
unprofitable in Balor; an exposed province you 
cannot hold will cost you prestige and 
resources in the long run. 

Before ordering an attack, use the map display 
option from the Council screen. The Council map 
shows you details of provinces you have communi¬ 
cations with, and is an invaluable tool in planning 
your expansion. Take notice of the geography of 
your immediate situation. Sometimes, taking a sin¬ 
gle territory can free up champions for use else¬ 
where by creating backwaters that border only on 
friendly lands. Plan your attacks thusly. The worst 
layout your fiefdom can have is long and strung 
out, with hostile borders everywhere. The best is 
nice and compact, with its back to the sea (lucky 
for you, Ireland is an island). As soon as you get a 
territory with no hostile borders, evacuate all 
champions but one from that area and move them 
to the front lines. Delegate control of those back¬ 
waters to the remaining champion, and get on 
with your empire building. 

Fighting to gain champions is very useful in 
the early game. Battles in Balor are all or 
nothing affairs. The winner of a battle keeps 
the territory and has a chance to recruit or 
exile any captured enemy champions. The 
loser not only loses the territory but also any 
champions captured from the victor during the 
battle. Depending on your power, prestige, and 
levels of your champions, your prisoners may 
decide to join your tribe. This can be particu¬ 
larly helpful for the penurious warrior; if you 
attack with only three champions and recruit 
two more through battle, you now have 
enough strength to hold the province against 
counterattacks. One drawback to fighting for 
champions is that easy battles don’t usually 
yield good results, as the enemy just runs 
away. Evenly matched battles that force the 
computer to stand and fight are best, but risk 
defeat. 

Likewise, if you devote your energies to 



What a hig level Irish warrior should look like 


Protected by the sea, Manannan can 




breath easier 



Time to take Balor (council screen showing cur 
rent status of well positioned player) 



A gift from Domu (the Stone of Prayer magic 
item) 


capturing the enemy battle leader, an instant 
win will forfeit your chance to capture any 
other enemy champions. The best of both 
worlds is to attack with overwhelming force 
into a province which has no retreat route, 
such as a peninsula or a province bordered by 
tribes hostile to the defender. With nowhere 
to run, the enemy tribe will collapse faster 
than the Easter Rising. 

As you explore and fight, expand until you 
have a solid core of well developed provinces, 
with an average of four or five champions per 


province. Ten provinces is a good target for 
the early going. Garrison your frontiers, send 
tribute to everyone you can to improve your 
peace rating, and make items for war and 
trade. Train your champions, and prepare for 
the next phase of the game, wherein you’ll 
have to convince the rest of Eire to back your 
claim for the High Kingship. If you handle the 
early game well, you’ll be in good position for 
next month’s lesson. 

Robert Riley Mayer 
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Confirmed Kill - Online multi-player air combat simulation heats up 

By John Nolan 


T here’s a real dogfight going on in the on¬ 
line gaming arena. ICTs Confirmed Kill 
is challenging KesmaTs Air Warrior to a 
duel. The winner will dominate the credit cards 
of online “wannabe” World War II aviators. 

While Air Warrior has been around a long 
time, Confirmed Kill is just now ready to leave 
it’s protected “free play” Beta environment. This 
article will give you some background on ICI and 
CK and provide information guaranteed to ease 
your entry into its friendly, kill-or-be-killed are¬ 
nas. 

ICI began when three “confirmed airwarriors” 
decided to build a better multiplayer air combat 
simulator. Dale “HT”Addink is the Chief 
Programmer; he’s well known throughout AW 
for the shareware utilities he created to aid in 
the play of that game. John “Killer” MacQueen, 
one of the most famous and talented instruc¬ 
tor’s in AW’s training academy, has the title of 
Creative Director, and also works problems 
which occur on CK’s “host” machine. Robert 
“Gunjam” Salinas, a principal in the CRIS online 
network and dedicated AW, designed many of 
CK’s features. Gunjam gets the credit for con¬ 
vincing the group to take a chance and form ICI. 
It’s looking like less of a chance and more of a 
sure thing! 



The Zeke turning into you can do “bat turns”; 
extend if you can! 


“Use the force, Dale!” 

Dale’s “tour de force”in programming CK 
was in the creation of a “force model” for the 
flight model of the aircraft. Most other games 
use a “table model.” While somewhat difficult to 
explain, the force model is a more accurate ren¬ 
dering of the factors which affect the way an air¬ 
craft flies and performs. 

As it was explained to us, a good way to com¬ 
pare a force model and a table-based model is 
to imagine a solar system simulation. A table 
model would have a simple data array, stating 
the precise distance from the sun Planet X-ray 
would be and how fast it would orbit. Simple to 
program and accurate enough to convince a lay¬ 
man. On the other hand, a force model relies 
on physical computations, so the sun and plan¬ 
ets would be rated for mass, gravity, rotational 



Note the heads up display; wouldn’t WWII pilots 
have loved to have it 


inertia, solar wind, ad infinitum. This results in a 
model that’s much more difficult to develop, but 
the interplay of all the physical properties in the 
simulation far surpasses the “hard coded”table- 
based model for fidelity. 

ICI used museums, government agencies, air¬ 
craft manufacturers and pilots who actually flew 
these aircraft as data sources for the force 
model. New sources of information were 
uncovered all over the globe. ICI feels they have 
the largest collection of accurate warbird per¬ 
formance data in the world. Most of the aircraft 
models are based on results of actual flight 
tests; some of the tests were flown over 50 
years ago. Tests results were not available for all 
the aircraft so a flight model development sys¬ 
tem was used to extrapolate data. Given known 
factors such as physical dimensions, weights and 
powerplant characteristics ICI feels it can model 
these aircraft very accurately. They have taken 
the force model into very great detail. It even 
accounts for the weight of each shell as it is 
fired, and subtracts it from the aircraft’s gross 
weight, altering the performance computations. 

CK also uses sophisticated hit and damage 
modeling. Most air combat games use a “hit 
bubble,” a simple radius around the center of 
the airplane, and compute damage by percent¬ 
age. For example, a certain number of hits in 
the bubble equate to 30% damage, which 
reduces engine power by 55%. CK uses loca¬ 
tion-specific damage modeling, and hit detection 



Tracers are visible from your own AND enemy 
guns, unlike another online game 


accurate to I mm of “game dimension.”This 
detection branches out to “hit nodes” which 
damage specific parts of your plane. So if you 
get hit in the rudder, only the rudder takes 
damage and the force model will alter perfor¬ 
mance accordingly. Depending on the number of 
hits, you may even have your entire vertical sta¬ 
bilizer blown off! You can kill a pilot by hosing 
down the cockpit. As your gunnery improves, 
you may choose to specialize in sawing the 
wings off your opponent with an accurate burst. 



ike Extend ivwj 

Mid .'I sec you wags* you «run 

iste«:ning Ditched 


You've got the energy and position.Time to engage! 


Strap on hardware of the 
finest kind... 


From their previous online experience, ICI 
knew that the heart of their game would be the 
server. Without premium equipment, online 
play can be nearly impossible, due to delays and 
warping of other aircraft. They selected the Sun 
Sparcstation I000E over other machines from 
Hewlett-Packard and Digital Equipment. The 
Sparcstation was picked for its greater bus band¬ 
width; the wider the bandwidth, the smoother 
the host/server connection. The CK host will 
run on a dedicated T-l line linked into a T-3 
“backbone,” provided by MCI. This setup will 
allow much more detail than the major compet¬ 
ing online game. The CRIS network will also pro¬ 
vide a very quick and clean connection to the 
game on a separate, dedicated T-l line. 

On your end of the phone line, a minimum of 
a 486/66 computer with 8 Megs of RAM is 
required to get the most out of the game. The 
more capability you can muster, the better the 
graphics will be. CK will run in 320x200 and 
640x480 resolutions on the average machine. 
Perhaps the most cost-effective improvement 
that you can make to your 486 to prepare it for 
CK would be to install a video card with an S3 
864-968 chipset and 2 Megs of RAM. This type 
of card will allow resolutions of 800x600 and 
1024x768. Domark has provided CK with spe¬ 
cial graphics routines which take advantage of 
the S3 chipsets. These chipsets are found in the 
Diamond Stealth 64, #9 GXE 64, Hercules 
Graphite Terminator, STB Velocity cards 
and several others. 
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Yeah! Check out the INN Web Site at 
http://www.imaginationnet.com 


There’s more where that 
came from rookie! \ 


you think you'll tu{t ram it into thf 

FNP ZONF, ONiy THAT MlCROBlOlOlftT 
FROM fRF^NO STUFFS THF plAy {(RFAMlNq 

"NOT TOP Ay, touqh guy !!!" 



._ This isn’t just another football game. 
This time it’s personal. 

Vayers* join thousands of other members 
on the ImagiNation Network (INN), where 
you’ll play against each other rather than 
mindless microchips. 

Match -wits against another "coach” 
using real NFL players and actual '94-95 stats. 
Make strategic player substitutions and see the 
action from up to nine viewing angles. 

No wonder Front Page 
Sports: Football has been 
named the Premier Sports AT&T 


Dang! Who’s 
that new quar¬ 
terback? 



Game of the year by 
Computer Gaming 
World for the last three 
years. So check it out. It’s 
easy. Just call us at 1-800-IMAG1N-1. ext. 979 to 
get your free INN software. 

But Front Page Sports: Football Online 
isn’t the only game you’ll receive. You’ll also get 
classic card, board, fantasy role-playing, sports 
action, flight simulation and "edutainment” games. 



Come on, hot shot. 
Are you INN or out? 




TN 



©1995 ImagiNation Network. All Rights Reserved. Front Page Sports is a trademark of Sierra On-Line, Inc. Offer valid to new members only. Offer expires 3/31/96. 
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When the sky is full of bogies, the colored ID’s 
will help you sort friend from foe 

These special Domark drivers can use the S3 
chip’s polygon engine to boost the frame rate as 
much as 40%! Domarks Bryan Walker says that a 
486/66 Local Bus with one of these cards will 
achieve 15-20 frames per second at a resolution 
of 1024x768. You won’t need the more expen¬ 
sive VRAM option on the card; it only improves 
performance by one frame per second over the 
standard DRAM. Increased frame rate will pro¬ 
vide a very smooth video presentation and 
enhance your feeling of “being there.” In addition, 
many veteran AW players are convinced that a 
high frame rate gives you a bit of an advantage in 
combat. They feel you can see and interpret 
your opponent’s moves just a bit quicker. 
However, other players maintain that there is no 
noticeable advantage in having a faster machine. 

It is quite possible that your input controls are 
far more important. CK can be played with just 
a keyboard and a plain two-button joystick. 
However, you’ll be at a definite disadvantage. In 
this fast-moving, visually oriented, accurately 
modeled air combat sim, you’d better be able 
to look around, fly the airplane and manage your 


aircraft systems all at once. As a minimum, get a 
stick with viewing controls. If possible, spring for 
one of the advanced, programmable flight con¬ 
trols. CK also models the huge changes in 
torque that occurred in these WW II aircraft as 
power settings went from idle to redline and 
back. To counter the yaw generated by this 
torque, a set of rudder pedals (or second joy¬ 
stick) is almost mandatory. To manage your 
other aircraft systems, a programmable throttle 
is very highly recommended. It will allow you to 
control your engine, flaps, landing gear and 
other important systems without hunting and 
pecking all over the keyboard. You’ll have to be 
able to co-ordinate movement of your feet, 
hands and fingers while simultaneously process¬ 
ing the info flooding into your Mark I eyeballs to 
be successful in this environment. Don’t handi¬ 
cap yourself with poor input devices. 

“Pilots, man your planes!” 

Before you takeoff, spend a few minutes on the 
ICI bulletin board. Dave “French” Chaloux, a 
dedicated and skilled CK player, has done you a 
huge favor. He has put together a lot of basic 
info and tips in a Frequently Asked Questions 
file. Access to this file is easy through the web at 
http://www.domark.com/domark, or you can tel¬ 
net to ICI2.INFOHWY.COM and look in the 
pub/ck files directory. Read it all, then reread it! 

When you get airborne with all this hi-tech 
equipment, you’ll find yourself in an arena with 
other online aviators. Two main arenas are 
available, one for rookies and one for advanced 
players, as well as a separate historical arena. 
The host will support a total of 500 players 
divided among the three arenas. Advanced play¬ 
ers earn very little “score”for kills in the rookie 
arena, so it’s assumed they won’t spend much 
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IVouy plane exploded 




Check the systems lights in the cockpit and the messages on the bar; you’re history, ace! 
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The map: the airfields are marked by an “F” 
with number and country color.The lines con¬ 
nect a player and plane ID’s to their locations. 



time there, giving rookies a chance to enjoy 
some success. Each arena is host to 4 different 
warring countries with a detailed, destroyable 
infrastructure that needs to be defended by 
players using both aircraft and ground vehicles. 
At the same time, those same players will be 
trying to destroy the neighboring hostile coun¬ 
tries. Weakening a country’s infrastructure by 
capture or destruction is a major goal in achiev¬ 
ing the elusive overall victory. 

There is also an historical arena which will be 
used to recreate actual battles fought in WW II. 
These scenarios will be monitored by human 
referees, with wins determined by accomplish¬ 
ment of predetermined victory conditions. The 
first Historical Scenario, designed by Robert 
Salinas, will be fought in the Solomon Islands, 
and is slated for debut this fall. Scenarios such as 
this have proven extremely popular on the other 
online air combat game. 

To hone your CK skills off-line and inexpen¬ 
sively, ICI plans to introduce a boxed set in early 
1996. It will be a CD/WIN95 game with a street 
price around $40. You’ll be able to fly missions 
against computer opponents with an artificial intel¬ 
ligence “personality.” You can modify your enemy’s 
Marksmanship, G-Tolerance, Control Touch and 
at least 4 other characteristics. The box set will 
support Head-To-Head modem play and network 
play. These two features alone are worth the price 
of the boxed set. It will also include dedicated 
support for the next generation 3D video graphics 
cards. These new cards should double the resolu¬ 
tion and frame rates of the game! 

Bandits 12 O’clock! Fight’s ON! 

Who’ll win the furball between CK and 
AW? It’s too early to tell, but you can be sure 
that both games will continue to evolve. Like 
AW, CK intends to listen to the players and 
add features they request. Plans already 
include addition of naval combat scenarios, 
once the land-based version is running well. 
Fleet maneuvers and carrier strikes are in the 
making. You jet jocks may get a CK: Korea 
version at a later date. 

In any event, competition improves the 
breed. The competition between these two 
games will be intense! We can all look for¬ 
ward to much improved online air combat in 
the very near future! ▲ 
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You are the King Of Beasts/ in this incredible 
wildlife simulation. Experience the thrill of the hunt! Sniff out ^ 
prey. Attack the stray buffalo. Pounce on gazelles. Feast on zebras. 
Life is good when you're King... or is it? Poachers and predators 
abound. Food and water are scarce. It's ’Survival of the Fittest' in the 
brutal wilderness of the African Serengeti. 
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Rule the savage plains. Play 20 different lions, each with a 
distinct personality, talent and kill rating. Complete 20 mission-based 
scenarios which contain exciting, realistic, and deadly challenges. Play 
as a single nomad or control a pride of 5 lions as you go for the kill. 
Radar-style maps locate 11 varieties of prey. Take a mate and raise your 
cubs into the fiercest pride on the savanna. 

Hone your killer instincts. Master the skills of survival. 
Choose from 5 difficulty levels in the free-form simulation, then domi¬ 
nate the vast terrain. Fast, fluid 3-D graphics and dynamic sounds create 
the ultimate simulation. Experience the ferocious power of Lion today! 
Where else can you be rewarded for your animal behavior? 

Visit us on-line a> http://www.sanctuary, com 
and find out how you can get a demo of LION. 
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Interview: Bryan Walker of Domark 

By J. Grant Bell 


B ryan Walker is head of the simulations 

department at Domark. He has logged over 
1500 hours of flight, much of it during seven 
years in the Army. He’s spent a lot of time in Apache 
helicopters, and saw combat as recently as Desert 
Storm. I had a chance to chat with him about 
Confirmed Kill, Domark' s new on-line, multi-player 
air combat simulator. I discovered that Bryan’s 
extensive flight experience has had a real impact on 
Confirmed Kill, which may well be the most realis¬ 
tic flight simulator currently in existence. 

S+: When the design team for Confirmed Kill sat 
down to discuss the game, what were your primary con¬ 
cerns, and what was the main focus? 

B: The entire project had something of a convoluted 
development.... It started out about this time last 
year as a head-to-head add-on for our Flight 
Simulator Toolkit. It was going to be called FST 
Dogfight, and we had quite a range of improve¬ 
ments we wanted to put into the engine. But unfor¬ 
tunately, the development of a new science fiction 
game we’re working on took up all our resources, so 
that project had to be put on hold. 

As soon as we announced that the project had 
been suspended, a company called ICI contacted us 
about licensing our engine to do a multi-player game. 
After discussing it with them, I found that they had 
been developing a game almost identical to 
Dogfight... so we got a demonstration from them, 
where they plugged their communications and flight 
modeling code into our graphics engine, and I was 
just astonished. Their flight modeling code was actu¬ 
ally much better than what we had... it took in, prob¬ 
ably, 15 times more variables than Dogfight, which 
was (itself) an advance over FST. 

So we decided to push forward with the project 
and renamed it Confirmed Kill. We let them take 
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the graphics engine and do what they do best, and 
we did what we do best, so we collaborated for the 
best possible Internet game. 

Inevitably there will be comparisons with Air Warrior. In 
what ways does Confirmed Kill differ from Air 

Warrior? 

For one thing, Confirmed Kill has full-screen 
graphics, as opposed to partial screen with Air 


Warrior. It has resolutions anywhere from 
300X200 to 1024X768. It has texture mapping - the 
planes look like planes, not like little gray boxes. 

Each aircraft has its own unique cockpit. 

The Flight modeling...CK uses what you’d call a 
force-based flight model or true force model. A 
force-based flight model applies specific variables into 
a floating-point algorithm.... A table-based model is a 
very simple look-up table that says “Okay, at 5,000 
feet at this air-speed range, the roll rate will be this, 
the climb rate will be this.’’ Those models are very 
easy to program and you can make them feel pretty 
accurate, but inevitably they lack the fluid feel of a 
true force model. And that’s one of the biggest 
things we wanted to do away with, the very sterile 
feel of the flight model in Air Warrior [Flight 
Unlimited is a force-based model - ed.]. 

It’s much like if you wanted to program a simula¬ 
tion of the solar system. You could just map out the 
planets, orbiting around at a specific radius from the 
sun. Or you could do it the force model way, you 
could map out every variable - gravitational con¬ 
stants, mass, the entire nine yards.... What you 
would end up with is (A) a lot more work, but (B) a 
much more accurate reproduction. 

What are your thoughts about graphic chrome vs. playa¬ 
bility? More specifically, did you have to make any tough 
tradeoffs with Confirmed Kill? 

Not really. We are holding back quite a bit on the 
graphic detail to keep the frame rate up as high as 
possible. Some of the other playability issues we’re 
looking at... include the ballistics model. Air 
Warrior uses very generic ballistics modeling: the 
shells don’t drop due to gravity, each burst fires X 
number of rounds, you can’t fire rockets from air¬ 
craft, you can’t switch between two different types 
of guns, you can’t drop torpedoes. 

Every major weapons system that was ever carried 
in an aircraft is being modeled in Confirmed Kill. 
Not just the generic .50 caliber and 20 mm guns, but 
the different types of .50 caliber, the different types of 
20 millimeter guns.... Each different gun is modeled 
for ammunition capacity, rate of fire, as well as dam¬ 
age capability and even muzzle velocity, so the bullets 
will even fly at different speeds. In addition to that... 
the aircraft have very specific “damage maps.” Every 
other combat flight simulator has what you call a hit 
bubble - they just draw a radius around the shape, 
and any shell that enters that radius scores a hit.... 
[The results of the hit] are determined by a random 
damage table. Confirmed Kill is unique in the indus¬ 
try in that it has location-specific damage. The hit 
detection is accurate to I millimeter of game dimen¬ 
sion, so if you are hit in the right aileron, that aileron 
will be non-functional. You can kill a pilot with a sin¬ 
gle bullet if you hit the cockpit just right. There are 
over 2,048 of what we call “hit branches,” and each 
of those hit branches break off into 32 different kinds 
of damage that an aircraft can experience. You can 
have the vertical stabilizer taken off, or just the rud- 
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der part of the vertical stabilizer taken off, and it’s the 
same with all parts of the fuselage... everything! 

Are there any aspects of Confirmed Kill that you think 
still need work, and what areas will you expand into as it 
continues to grow? 

The thing about Confirmed Kill is that it’s never 
going to be finished. Unlike a boxed game that you 
just sell and that’s it, it’s always going to have to 
offer something new to keep people coming back. 

As a result, we have quite a few new features sched¬ 
uled over the next year. Initially, players will see 
ground combat. In three or four months that will 
expand to include naval combat, and players will 
actually be able to direct ships and man the gun tur¬ 
rets on those ships. Then we’re going to expand 
into a Korean War environment, with MiG-15s, 

F 86s, and the prop planes that participated in the 
Korean War flying around. 


Finally, how does someone get started in Confirmed 
Kill? 

You’ll need to download the base file and the cur¬ 
rent update file. Along with those two bits of soft¬ 
ware (about eight megabytes) you’ll need a DOS 
shell dial-up capability from your Internet provider. 
You need to run straight through DOS, Windows 
just won’t run fast enough. Once you run the game 
and get to your Internet provider, you use a Telnet 
connection to access the server. 

Note: The Domark home page, where you can find 
the Confirmed Kill software, is a great resource: 

http://www.domark.com/domark 
Also, you can get the software via FTP at: 
ftp://cactus.org/incoming/ConfKill/ 
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A long strange trip down 
the long and winding road 



Buried in Time - watch for this one around awards time... 


I got lostThat’s why this column’s been missing 
for a few months. So shoot me. 

Random observations 

hy is it that despite the fact I pretty 
much panned LucasArts' Full 
Throttle two issues ago I thor¬ 
oughly enjoyed it the two times I played it for 
the walkthrough I wrote for it? It is an amazing 
piece of work, but it’s not a great adventure 
game. Damned entertaining, though. 

Oddly enough, Spectrum HoloByte’s Star 
Trek®:The Next Generation™ is less out¬ 
right fun than Full Throttle and the walk¬ 
through feels more like work, but it’s a better 
adventure. Go figure. Besides, Buried in Time 
is better than both of them. 

Of course I’ve been spending an obscene 
amount of time wandering the World of Aden in 
Thunderscape. OK, so the graphics ain’t 
great, the colors are beyond drab, the music is a 
bad joke (erm, guitar solos for a fantasy-style 
CRPG.Js that supposed to be ironic?), the 
automapping transcends mere uselessness, and 
there are a few more things I could rag on but 
don’t feel like. But I play it. And play it. And 
play it. I haven’t had this much fun running 
through hallways since Ultima Underworld... 

Speaking of the Underworld, Origin’s upcom¬ 
ing action/adventure Cybermage, from 
Wizardry wizard D.W. Bradley, looks amazing. I 
love the comic book art that sets up the game 
and carries over to the game. A bit problematic 
is the fact that, true to their source, the game is 
full of all sorts of women who seem to think a 
thong is the height of fashion. Not that / mind, 
being the sexist pig that I am, but it might alien¬ 
ate 50% of their potential audience. 

Speaking of sexism, I had a funny chat with 
Brenda Garno of Sir-tech where she explained 
that the buff stud of a dude she used to star in 
Druid (there’s no truth to the rumor that he’s 
modeled after a certain magazine editor) was 
her response to the scantily clad babes that 
have populated CRPGs since day one. Fighting 
sexism with sexism. Groovy. 

Shovelware that’s fun to ware? 

Someone must like all of the various CD-ROM 
compilations floating around out there because 
there sure are a lot of them. I suspect they’re 
being purchased by all of the "well, I just got this 
multimedia PC and I need something for it Ah, I 
can get 15 crappy games for the price of one 
that’s actually good. Whatta deal!”sorts of peo¬ 
ple. 

Anyway, I actually found one that’s actually 
worth the money. Wouldn’t you know it’d be 
from LucasArts ? You get, I’m tingling all over, the 
full talkie versions of Day of the Tentacle, 
Sam & Max Hit the Road and Indiana 
Jones and the Fate of Atlantis. Needless to 
say these are three of the best reasons to own 
a computer. Oh, and the thing also comes with 
a Full Throttle and Rebel Assault demo and 


the Star Wars Screen Saver. If you haven’t 
played any one of those three adventures you 
are un-American (or un-whatever country you 
hail from). 

Infocom returns, again? 

Milking the Infocom brand has become a 
national pastime at Activision, and the latest 
parade of Infocom collections is further proof. 

The Mystery Collection includes Lurking 
Horror, Suspect, Deadline, Witness, 
Moonmist, and Sherlock. The Adventure 
Collection includes Border Zone, 

Plundered Hearts, Cutthroats, Trinity (one 
of the best ever), and Infidel. The Comedy 
Collection comes with Bureaucracy (by 
Douglas Adams), Hollywood Hijinx, 

Ballyhoo, and one of my all-time favorites 
Nord and Bert Couldn’t Make Heads or 
Tails of It. The Fantasy Collection features 
Enchanter, Seastalker, Sorcerer, 
Spellbreaker, and Wishbringer. Finally, the 
Sci-Fi Collection includes The Hitchhiker’s 
Guide to the Galaxy (by Douglas Adams and 
Steve Meretzky), Meretzky’s brilliant A Mind 
Forever Voyaging, Starcross, Stationfall, 
and Suspended. 

Of course if you don’t own either of the Lost 
Treasures of Infocom packages or the origi¬ 
nals then this is an incredibly cool collection of 
classic titles that are still worth owning. 
However, I do expect more of a product that 
claims to be “Windows 95” compatible than 
including a PIF file for running the damn thing in 
a DOS box. What about writing a new front 


end for the games that allows you to switch 
fonts and colors? Ah, what do I know. Maybe 
no one wants to play these games anymore? 

Which isn’t true. I received an e-mail from 
someone who was apparently distraught that I’d 
given the ending of Planetfall away a few 
months ago. As if the whole world didn’t know 
that Floyd died at the end? Oh, and by the way. 
Darth Vader is Luke’s father, the girl in The 
Crying Game is a guy, OJ Simpson is guilty and 
Pink Floyd and Led Zeppelin are the names of 
bands, not people in them. OK? Got that? 

And finally, thanks to all one of you who wrote 
in and said that you missed this column. It 
warmed my heart to think that I was at least 
reaching one person in the world. Oh, and the 
score right now in the “best TV band” is 
Partridge Family - I, Brady Kids - 0. Keep sending 
your votes to us at any of our e-mail addresses... 

\/ Steve Bauman 



Sam & Max - did I mention in this issue that 
this game is brilliant? 
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Oh. so the F-1G Series of controllers from CH Products costs o couple 
buchs more than the cheap stuff. But this is uiar, and a failed flight con¬ 
troller means sudden death. The F-1G Series and Throttle Line deliver the 
the excitement of a real Falcon cochpit. They're made to stay in the fight 
long after others have bought the farm. H three gear marrantg proves it. 

The F-1G FighterStich offers easy point-and-clich programming. Odd the 
Pro Throttle to the CombatStich. and you can fight urith both hands 
mithout ever touching the heyboard. Both throttles urorh urith all 
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14 functions. Programmable 
when used with the Pro Throttle. 


OH joystichs. and most other controllers, too. Plus, they improve the 
game play of your favorite robot, combat, space or flight sim softmare. 

So fly on over to your computer retailer and grab onto the most 
advanced and sensitive controls you'll ever use. Or get accustomed to 
getting missiles up your tailpipe. 
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Paper Mags: 

Flip. 

Flip. 

Flip. 

Oh, that’s a nice screen shot. 
Flip. 


IE’s CD-ROM 


Hours of Graphics. Sound. Music. 
Interactive video interviews. 

Talking reviews & previews. 

Free game with most episodes. 
Multimedia hints & tips. 

Upgrades, patches & playable demos. 






“This monthly CD-ROM Magazine should quickly become a gamer’s 
best friend. Even After Hours can’t give you more in the way of 
multimedia game reviews, previews, tips and hints, bug fixes, and 
patches than this disk can.” 

After Hours/Quick Clips 
PC Magazine 


It’s why you bought a CD-ROM drive. 
It’s why you should buy IE. 
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Phantasmagoria 















W hat summer release was delayed, 
had numerous re-shoots, costed 
more money than you made this 
year (and maybe your whole career), and is com¬ 
pletely waterlogged? Welcome to the Waterworld 
of computer games. Sierra's Phantasmagoria, 
the long-delayed “adult” horror multimedia inter¬ 
active movie/adventure game from King’s 
Quest designer Roberta Williams. It’s 
Waterworld all over again - overblown, uninten¬ 
tionally hilarious and incredibly dull. Sierra has 
long promised that this would be the adventure, 
the culmination of all of their years of quality 
productions, and a window to the future of the 
adventure game. Take me back to 1989, please... 

Phantasmagoria is a haunted house story, 
which is perhaps the worst horror cliche one 
could imagine (the second being demonic pos¬ 
session, and it’s here, too). If done right, it could 
have been derivative but at least entertaining. 

The story goes something like this. A couple buy 
a house just outside of a mysterious town where 
no one wants to talk about said house (can you 
say Amityville ?). They find out it was owned by a 
magician who went nuts and killed a bunch of 
people. Someone gets possessed by a demon 
and all hell ensues. 

The story is undermined by a large number of 
plot holes. The first can be found in the house 
itself. Our couple have just purchased an enor¬ 
mous piece of real estate but apparently didn’t 
feel like looking at all of the rooms. They some¬ 
how missed the giant theater that’s part of the 
house (the door was locked?). Oh, and this the¬ 
ater just happens to include a nice torture 
device, something that might have given them a 
minor clue about the previous owner’s sanity. 

Horror must be a tough thing to pull off on 
the computer, but one way you wouldn’t want to 
do it is the way it’s been done here. First off, any 
horror fan will tell you music is extremely 
important to setting tone and establishing ten¬ 
sion, but here Sierra have chosen to use that 
“tension” music throughout the game. Walk 
across the room, tension music. Pick up a rock, 
tension music. When the heroine of the game 
Adrienne checks her makeup for the 100th time, 
tension music. Adrienne brushes back her hair, 
well, you get the idea. The unfortunate thing is 
that the music is quite good, just inappropriate. 

Most of what little tension that exists in the 
game is a result of the old “someone jumps from 



Ooh, scary... and oh so controversially “graphic.” 
The old “stake through the chest” trick 

off camera to scare the protagonist” variety. The 
endgame does feature some tension, because the 
game abruptly switches from a traditional point- 
and-click adventure to a Dragon’s Lair-style 
“click before you die”game. 

Another offender in the game is the gratuitous 
use of useless camera angles. In film at least, the 
use of the camera is usually driven by the narra¬ 
tive (i.e. shooting a villain from slightly below 
looking up to make them look larger and more 
menacing). Phantasmagoria shares a flaw with 
most interactive movies, though, because it uses 
the most unnecessary angles imaginable to reveal 
the action (probably just because the designers 
can do it technologically, not because it makes 
any sense narratively). It goes something like this: 
“We make a 3D model so we can place a cam¬ 
era anywhere in a room. Let’s have a shot 
through the fireplace, behind a shelf full of cans 
or, best of all, from the perspective of a book!' 
Sometimes a simple establishing shot is all that’s 
needed; just because you can do something 
doesn’t mean you should do it, eh? 

The acting is terrible, but the actors aren’t 
helped by a script which has them saying things 
like “Do you have something that would clear a 
clogged drain... you know, drain cleaner?”The 
worst performance is given by David Homb, as 
the possessed boyfriend. When he goes into full 
possession mode, the game turns into a laugh 
riot (unfortunately it’s supposed to be scary, 
remember?). The recording of the voices is even 
weird. Everyone sounds like they’re talking in a 
tomb (must be that spooky “haunted” effect). 

As an adventure game, Phantasmagoria fea¬ 



Victoria Morsell as Adrienne consoles David Homb 
after the latest round of critical drubbings 

tures a ridiculously small number of things to do, 
each of which takes way too long. The game is 
broken down into seven chapters, one on each 
of the seven CDs (I’d argue seven CDs is a mar¬ 
keting decision rather than a necessity, but it 
does reduce disk shuffling), and each may take up 
to two hours for an average player to complete. 
With little direction - and the fact that each CD 
allows you to travel to almost every location - 
the end result is a game which appears much 
longer than it really is. For example, in chapter 
two you have to drive to town and buy some 
drain cleaner and hand it over to your boyfriend. 
That’s a whole CD? Yow, is this fun or what? 

Overall, had Phantasmagoria been released 
last Christmas it would have been a mediocre 
game people might have praised for its technolo¬ 
gy (much like the vastly overrated Under a 
Killing Moon), but today it’s simply a disaster. 
As an adventure game it’s well below average, 
but it’s not being sold as an adventure game - 
it’s a full-blown interactive movie/multimedia 
experience marketed as the best money can buy. 
Johnny Mnemonic is a better interactive movie 
and Buried in Time is a far superior multime¬ 
dia experience (and was done for less then 
l/IOth of the cost). Sometimes you just don’t get 
what you pay for. 

\iy Steve Bauman 


Designed by: Roberta Williams 
Published by: Sierra 
Platforms: Windows, DOS 





Letterman did things like this as a joke - this 
is the legendary “book” cam 

And here’s the always popular “behind the 
shelves” cam 

The land of no shadows... very spooky indeed 
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The Last Dynasty 



A space launch... countdown... 5, 4, 3, 2, I. 
Liftoff. Something goes wrong. It turns 
out it wasn’t a real launch but a couple 
of guys launching a backyard rocket who speak 
French but are poorly dubbed in English. They 
decide to go to Mount Baldy. A couple of space 
ships appear out of nowhere and get into battle. 
The two guys hide. One ship lands. They enter 
the ship. They somehow are able to fly the ship. 
They defeat the bad guy. They fly around space. 
They kill some more bad guys. They land on a 
planet. They meet a guy. He claims to be one of 
the guys father. The father says that the son car¬ 
ries the Universal Knowledge. The guy rebels 
and takes off to join the freedom fighters. 

The guys fights a bunch of battles. He meets 
the rebels. He fights more battles. He lands on 
a planet. He solves a bunch of obscure object 
puzzles and destroys the clone of the 
Universal Knowledge. He fights some more 
battles. He saves his dad and the world. He 
goes home to Earth. Evil is defeated once 
again by the forces of good. 

Got that? Welcome to the wonderfully 
warped and bizarre world of France’s Coktel 
Vision, the masterminds behind the legendary 
Inca games. Sierra's The Last Dynasty, which 
is what they’re calling their latest space com¬ 
bat/adventure game/interactive movie, is what 
I’ve just described for you and yes, it is as con¬ 
fusing as it sounds. I mean, this game enters 
whole new realms of stupid - but I mean that as 
a compliment. 

The Inca games, for those of you unfortu¬ 
nate enough to have missed them, were two of 
the dumbest games ever released, mixing the 
ancient Incas with World War I fighter pilots 
and outer space combat. Did they make any 
sense? None whatsoever, but the combat was 
pretty entertaining and the random adventuring 
was thoroughly frustrating. But one kept playing 
just to see how much worse the game could 
get, and it usually did. I loved 'em. 


The Last Dynasty seems 
to take itself so seriously that 
it can’t help but be an 
absolute laugh riot. You have 
to hear the lame dialogue to 
believe it. The acting might be 
brilliant in French, but dubbed 
into English it looses whatev¬ 
er dramatic effect it may have 
had (and I somehow doubt it 
had any to begin with). 

Adding to the surreal Kung Fu 
Theater -style dubbing effect is 
the rather obvious 
Americanized look of the 
leads, down to their baseball 
caps and grunge attire. 

All of the cut scenes featur¬ 
ing our heroes are outrageous¬ 
ly bad so you stay riveted to 
them just to see if they can get 
any worse. However, all of the 
cut scenes featuring just the space ships and such 
are absolutely gorgeous. In fact, this is actually 
one of the most beautiful games I’ve seen this 
year. The sound is fantastic too, with an incredi¬ 
bly over the top bombastic orchestral score that 
somehow makes perfect sense. 

The gameplay starts off as Wing 
Commander, moves on to Myst and then 
returns back to Wing Commander. The 
combat scenes start out easy and move on to 
rather difficult, with the mouse control being 
one of the bigger problems. This being a 
Windows game, slow computers will feature 
some slowdowns when a large number of ships 
appear on screen at one time. 

The Myst style adventure segments take place 
at the enemy base and feature some spectacular 
rendered graphics. The movement is like 7th 
Guest, but most of the locations are complete 
3D models so you can get a 360 degree view of 
them. You have to complete a number of tasks 
on the base but you are given very few clues. A 
lot of trial and error (mostly the latter) will be 
required to actually finish this part of the game. 

So what do you get when you combine a 
mediocre Wing Commander with an illogical 
but attractive Myst? You get The Last 
Dynasty, a game so bad it’s brilliant. The game 
is entertaining because it makes so little sense 
that you can’t help but force yourself along just 



Yow, these are some seriously good graphics 



Your craft landing in some desert place, or 
something like that... 

to see what happens. The best games do that. 

So I guess this is one of those types of games. 

Or maybe not. If you don’t have a sense of 
humor or hate b-movies, avoid The Last 
Dynasty. Me, I can’t wait for the sequel. Then 
again, I’m still waiting for Ishtar 2. < /^\ > 

Steve Bauman 


Designed by: Coktel Vision 
Published by: Sierra 
Platform: Windows 



Hey, let’s pound some brewskis and watch MTV 

Wing Commander for Windows? Surely you jest? Dude, let’s go down to Starbucks, man... 




mmm 
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CHIPS & BITS inc. 

Board Games PO Box 234 Dept 10446 Rochester, VT 05767 


Call Toll Free to Order: Source 10446 

800 - 699-4263 

Fax 802-767-3382 Int’l 802-767-3033 
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TALISMAN; 
DUNGEON 
OF DOOM 

I Beneath the 
ancient mins 
lies the dark 
and terror 

haunted realm 
of the dread 
Lord of 


5^46 


Darkness. 




• '‘"-t' js y The corridors 

i **£'* ,< ^ ' and rooms of 

his dungeon 
realm are 

home to an army of powerful monsters that guard his 
fabled hoards of treasure Beyond crags lies the mountain 
realm of the fierce Eagle King. This fierce and noble ruler 
will fielp any adventurer that can defeat him. S25 


VI AGAINST 
ROME' The 

Roman 
Empire was 
for many hun¬ 
dreds of 
years virtual¬ 
ly synony¬ 
mous with 
civilization — 
the wonder of 
the ancient 
world. Yet at 
every stage, 
from birth to 
its decline, it 
faced a 

series of chal¬ 
lenges. $27 


ANCIENT 


AMERICAN REVOLUTION 


CIVIL WAR 


DECK' is the 


DECKMAS- 
TER series of 
collectable 
trading card 


x nr* 


The Catficrim.' 


Wizards of the 
Coast. Featur¬ 
ing more than 
300 different 
cards. 60 in 
each deck, this 
is a fantasy 
game of epic 
proportions. $8 


THE BATTLES 
OF WATER- 


bines 3 back- 
printed map- 
sheets and 
480 full color 
counters 
along with a 
new turn 
sequence that 
elegantly inte- 
grates 
Command. 
Coordination 
and Control 
with play ten- 
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WARHAMMER QUEST' You take the part of hero¬ 
ic warriors as they explore the caves and tunnels 
vanquishing terrifying monsters and avoiding dead¬ 
ly traps in their quest for treasure and glory. S47 


Mechwarrior 2 $46 

Phantasmagoria $53 

Romance 3 Kingdoms 4 $39 

Star Trek TNG: Final Ulity $46 
Steel Panthers $42 

Silent Hunter $46 

Third Reich $34 

Ultima 7 Complete Series $19 
Warhammer Fantasy Battle $44 
Warlords $42 

Wooden Ships/ Iron Men $34 


X-Com: Terror of the Deep $25 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR. HI, AK, APO, FPO $4 per order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require additional shipping charges. Visa, MC and Discover accept¬ 
ed. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Defectives replaced with same product. Most items shipped same day. Shipping times may vary. Price/availability may change. All sales final. Call for details. 


MAGIC THE 
GATHERING 


1776 $22 

Give Me Liberty $25 

Rebels & Redcoats each $25 
War of 1812 $22 


1862: Civil War Quad Gme $23 


1863:American Civil War $28 

A House Divided $20 

Across Five Aprils 2 $25 

OApril’s Harvest $24 

Army of the Heartland $36 

Autumn of Glory $21 

Barren Victory $26 

Bloodiest Day $29 

Bloody Roads South $27 

Blue & Gray $25 

Bobby Lee: Civil War $37 

Brother Against Brother $33 

Chancellorsville $34 

Civil War $19 

Civil War Classics $23 

Dixie: 1861 First Bull Run $9 

Embrace the Angry Wind $24 

Gettysburg $15 

Guns of Cedar Creek $32 

Hallowed Ground $42 

Here Come the Rebels $23 

In Their Quiet Fields 2 $25 

Lee Takes Command $22 

Lee Vs. Grant $16 

Longstreet’s Assault $25 

Marching through Georgia $21 

Mississipi Fortress $22 

No Better Place To Die $24 

Perryville $18 

Raid on Richmond $21 

Roads to Gettysburg $24 

Sam Grant $42 

Stonewall Jackson’s Way $27 

Stonewall in the Valley $29 

The War for the Union $32 

Three Days of Gettysburg $49 


Thunder at the Crossroads $27 


Advanced Heroquest 

$42 

Battle Masters 

$42 

Dragon Dice 

$9 

Dragon Lords 

$29 

Dragon Masters 

$16 

Dragon Quest 

$19 

Dragon Strike 

$33 

Dragonhunt 

$19 

Dungeon 

$16 

ElfQuest 

$20 

Hero Quest 

$29 

Iron Dragon 

$25 

Magic Realm 

$23 

Man O’ War 

$42 

Mertwig’s Maze Game 

$10 

Talisman 

$44 

The Hobbit Adventure 

$29 

Titan 

$23 

Warhammer Fantasy 

$48 

Warhammer Quest 

$47 

Wizard's Quest 

$17 

Xanth 

$21 


Bali 

$6 

Blind Justice 

$19 

Circus Maximus 

$11 

Class Struggle 

$19 

Clue 

$18 

Clue Museum Caper 

$24 

Dinosaurs of the Lost World $15 

Gangsters 

$23 

Greed Box 

$7 

Hexagony 

$11 

Image 

$10 

Legends of Robin Hood 

$11 

Monopoly 

$17 

Monopoly 60th Anniversary $44 

Moonstar 

$12 

Organized Crime 

$25 

Power Lunch 

$13 

Quest for the Ideal Mate 

$15 

Restaurant 

$25 

Shakespeare 

$15 

Showbiz 

$15 

Slang 

$10 

TV. Wars 

$12 

The Brickyard 

$20 

Trivia Pursuit Genius III 

$34 

Trivia Pursuit Jr 

$17 

Tyranno Ex 

$23 

Wild Space 

$34 


4 Battles of Ancient World 
Alexander at Tyre 
Alexander's Generals 
Ancient Empires 
Ancients 
Barbarians 

Battles of t' Ancient World 2 
Emperor’s First Battles 
Imperator 

Peloponnesian War 
War Elephant 


$21 

$18 

$33 

$29 

$25 

$33 

$25 

$25 

$21 

$29 

$17 


Global Survival 
Stocks & Bonds 
The Stock Market Game 


Carrier: Fortress at Sea 
Deadly Skies 

Death Keep 

Golden Gate 

Grandest Fleet 

Lost Eden 

Panzer General 

Perfect General 

Psychic Detective 

Rebel Assault 

Wing Commander 3 

$52 

$52 

$49 

$52 

$56 

$32 

$52 

$56 

$52 

$52 

$54 

PLAYSTATION 

Blazing Dragons 

$52 

Dark Sun 

$54 

Dungeons & Dragons 

$52 

Entomorph 

$52 

Gunship 2000 

$52 

Kings Quest 7 

$58 

Legacy of Kain 

$59 

Myst 

$54 

Panzer General 

$54 

Razor Wing 

$52 

Split Realities 

$52 

Warhammer Fantasy Battle $52 

Wing Commander 3 

$52 

X-Com: Enemy Unknown $52 

SATURN 

Battletech 

$52 

Descent 2 

$52 

Dragons Lair 2 

$52 

Dragons of Square Table 

l $54 

Dungeons & Dragons 

$52 

Myst 

$52 

Panzer General 

$54 

Romance 3 Kingdoms 4 

$58 

SimCity 2000 

$58 

Split Realities 

$52 

Wing Commander 3 

$59 

PEN AND PAPER RPG'S 

Cyberpunk 2020 

$16 

Earthdawn 

$23 

Indiana Jones 

$25 

Mechwarrior 

$13 

Robotech 

$11 

Star Wars 

$18 

Vampire 

$19 

Warhammer Fantasy 

$19 

BOOKS ON TAPE 

Churchill: In His Own Voice $18 

Clear and Present Danger $16 

D Day: Battle of WW2 

$25 

Debt of Honor 

$25 

Lincoln 

$16 

One More Mission: Vietnam$17 

Red Badge of Courage 

$15 

Stars in their Courses 

$15 

The Civil War 

$16 


Starter Deck/Booster Deck 
Doom Trooper $7/$2.50 

Guardians $9/$3 

Heresy $9/$3 

Legend of the 5 Rings $7/$3 
Middle Earth $9/$3 

Rage $8/$3 

Redemption $9/$2 

Star Wars $10/$3 

Sim City $8/42.50 


PC CD-ROM 


1830: Railroads & Robbers $34 
Advanced Civilization $34 

Air Combat Pacific 1942 $48 

Bioforge $44 

Blood Bowl $34 

Caesar $47 

Civilization Network $47 

Civil War: 1861-1864 $39 

Command & Conquer $48 

Conquered Kingdoms 2 $38 

Conquer: A.D. 1086 $36 

Conquest of the New World$46 
D Day: America Invades $39 

Exploration $40 

Jewel of the Oracle $39 

Lost Admiral 2 $39 


CARD GAMES 


Advanced Civilization $25 

Blackbeard $27 

Britannia $19 

Civilization $29 

Colonial Diplomacy $42 

Coup $12 

Deluxe Diplomacy $42 

Diplomacy $19 

Enemy in Sight $12 

Feudal $18 

Florida $25 

Guerilla $19 

History of the World $27 

Kingmaker $19 

Kremlin $16 

Lords of the Sierra Madre $34 
Maharaja $23 

New World $19 

Pax Britannica $18 

Republic of Rome $29 

Risk $27 

Supremacy, 3rd Edition $42 
The New Acquire $25 

Tournament Terrace $29 

Viceroys $25 

We the People $29 


VIETNAM / KOREA 


Battles of the Korean War $33 
Frozen Chosin $25 

Platoon $16 

Rolling Thunder $25 

The Korean War $18 

Vietnam $18 


WAR GENERAL 


Alamo $15 

Battle of Alma $28 

Geronimo $32 

Kolin:Frederick's 1st Defeat$34 
Lion of the North $29 

Quebec 1759 $25 

The Kings War $30 

Thirty Years War Quad $27 
Zomdorf: Warriors of Russia $36 


WORLD WAR 1 


Aces High $24 

Aces of Aces Powerhouse $19 

Ironclads $32 

Ironclads Expansion Set $30 

Knights of the Air $19 

Landships $27 

Lawrence of Arabia $20 

SMS Goeben $32 

World War One $11 


A Winter War $29 

Aachen $23 

Advanced Squad Leader $38 

Advanced Third Reich $38 

Afrika $21 

Afrika Korps $12 

Ambush $27 

Arctic Storm $19 

Ardennes $27 

Axis & Allies $33 

Axis & Allies Plastic Minies $25 
Axis & Allies WW 2 Exp. 3 $37 
B-17 $18 

Battle of the Bulge $16 

Berlin ‘45 $17 

Black Wednesday $32 

Blood & Thunder $30 

Bloody Kasserine $15 

Breakout: Normandy $23 

Command at Sea V. 1 $41 

Danger Zone $25 

Eastern Front Solitaire $21 

Eighth Air Force $25 

Empire of the Rising Sun $41 

Golan to Sinai $16 

Hitler’s War $15 

Last Battle for Germany $29 

Last Blitzkrieg $25 

Luftwaffe $23 

Med Front $33 

Midway $19 

Naval War $12 

Objective: Schmidt $27 

Operation Crusader $29 

Operation Sealion $25 

Over the Reich $30 

Pacific War $37 

Panzer Leader $23 

Panzerblitz 2 $25 

Panzers East $29 

Patton’s Best $19 

Red Parachutes $32 

Run Silent, Run Deep $28 

Russian Front $21 

Salvo 1 or 2 each $23 

Sands of War $29 

Second Front $83 

Sink the Bismarck $23 

Spitfire $23 

Squad Leader $23 

Third Reich $19 

Thunder at Cassino $19 

Tunisia $33 

Turning Point Stalingrad $19 

Up Front $19 

Victory in the Pacific $17 

War at Sea $12 

Winter Storm $33 

W W 2: Pacific Theatre $33 


STRATEGY 


Age of Chivalry 2 

Black Prince 

Henry V 

Ironsides 

The Crusades II 

$27 

$25 

$28 

$28 

$28 

MODERN 

2nd Fleet 

$24 

6th Fleet 

$23 

7th Fleet 

$27 

Across the Suez 

$13 

Attack Sub 

$19 

Back to Iraq 

$18 

Battlefield Europe 

$22 

Crisis: Korea 1995 

$29 

Firepower 

$23 

Flashpoint: Golan 

$29 

Flight Leader 

$21 

Gulf Strike 

$29 

Harpoon 

$25 

Harpoon, Naval Review 

$14 

IDF (Israeli Defence Force) $29 

Light Division 

$24 

Main Battle Tank 

$24 

Mid-East Peace 

$16 

Modern Naval Battles 3 

$19 

Nato 

$15 

Phase Line Smash 

$25 

Sinai Front 

$30 

Tac Air 

$19 

Team Yankee 

$20 

The Speed of Heat 

$36 

NAPOLEONIC 

Austerlitz 

$30 

Battle for Dresden: 1813 

$25 

Battles for Empires 

$32 

Battles of Waterloo 

$33 

Borodino 

$29 

Empires in Arms 

$27 

La Bataille d'aurstaedt 

$30 

La Bataille de Ligny 

$39 

La Bataille de Mont St. Jean $33 

La Bataille de Quatre Bras $31 

La Bataille de Wavre 

$25 

Napoleon at Austerlitz 

$20 

Napoleon at Leipzig 

$30 

Napoleon on the Danube 

$19 

Napoleon's Battles 2 

$14 

Napoleon/Waterloo Cmpgn $30 

Napoleonic Wars Exp. Set 1 $11 

Napoleons Later Battles 

$25 

The Emperor Returns 

$28 

War & Peace 

$23 

War to the Death 

$21 

Wellington’s Victory 

$16 

Wooden Ships & Iron Men $19 


1830: Railroads & Robbers $20 
1835 $49 

1856 $37 

1870 $38 

Australian Rails $21 

British Rails $21 

Empire Builder $25 

Eurorails $25 

Express $11 

Nippon Rails $21 

North American Rails $21 

Rail Baron $19 


SCIENCE FICTION 


2038 $34 

Alpha Omega $19 

BATTSC Objective Raids $13 

Battletech, 3rd Edition $19 

Blood Berets $29 

Blood Bowl $45 

Cosmic Encounter $29 

Critter-Tek $13 

Federation & Empire Dlx $38 

Fury of the Clansmen $29 

Gateway to the Stars $22 

Hacker lor 2 each $16 

Illuminati Deluxe $25 

Imperium, 2nd Ed. $20 

Merchant of Venus $25 

Mighty Empires $42 

Roadkill $19 

Silent Death:Next Millenium $42 
Space Marine $49 

Star Fleet Battles $25 

Starforce Terra $19 

Starship Troopers $29 

Stellar Conquest $19 

Warhammer 40K $47 


SPORTS 


Baseball Strategy $17 

Bowl Bound $15 

Decathlon $13 

Dynasty League Baseball $36 
Football Strategy $12 

Pay Dirt $19 

Regatta $19 

Speed Circuit $19 

Statis Pro Basketball $24 
Statis Pro Teams Baseball $19 
Statis-Pro Baseball Cards $13 
Statis-Pro Football Cards $14 
Superstar Baseball $18 

Title Bout $19 

Win, Place & Show $17 

World Cup Ftball (Soccer) $38 
Wrasslin’ $15 


FANTASY 


WORLD WAR 2 


RAILROAD 


3DO 


ECONOMICS 


$34 

$19 

$19 


LEISURE / FAMILY 


MEDIEVAL 
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ADVENTURE 


REVIEW 




Robot City 


The Three Laws of Robotics: 

1. A robot may not injure a human 
being or, through inaction, allow a 
human being to come to harm. 

2. A robot must obey the orders given 
by human beings except when such 
orders conflict with the first law. 

3. A robot must protect its own exis¬ 
tence as long as such protection does 
not cause a conflict with the first or 
second law.- Isaac Asimov. I. Robot 


S o what’s going on in Robot City? 

Published by Byron Preiss Multimedia and 
distributed by WEA Visual Entertainment , 
Robot City drags the player slowly up the 
highest slope of a multimedia cyber-coaster, 
then cuts the cable - and it’s quite a ride. Don’t 
look down. Arcade-action fans, wait! Heel! Sit! 
That is only a figurative assessment. That slope 
pertains to edge-of-the-seat plot tension, not 
rip-roaring space piloting stuff. 

Classic Sci-Fi fans will be thrilled to see that 
the world of RC is loosely based on the work 
I, Robot by Isaac Asimov, probably the most 
beloved master of the genre. In fact, a data 
recorder named ISAAC is fondly included as 
one of the game props. Descriptions of phe¬ 
nomena such as Spacer worlds and the ever 
popular positronic brain abound. Although the 
initiated will wax nostalgic, those unfamiliar 
with any of these concepts will not be left in 
the dark. Everything is quite well explained at 
the outset. 

You are Derec. Well, actually you are not 
Derec, although that’s what they call you. 
“Derec” is on the logo of your coveralls...which 
reminds me of that “Back to the Future”gag 
when folks were calling Marty McFly “Calvin 
Klein”- after all, a name on one’s underwear is 
pretty definitive identification - (or used to be) 
- and few folks swap underwear (or get caught 
at it, anyway), - but I digress... 

You awaken in a strange room and you are 



This valet not only does not return your vehi 
cle...he makes sure it is recycled 



Your personal assistant - where did he leave his tux? 


unaware of your identity. Very early on, you find 
that there are only two humans besides yourself 
in Robot City, one murdered doctor and one 
assistant at large. Since it appears that all other 
inhabitants are robots, and by virtue of the Laws 
of Robotics, the only ones who could have com¬ 
mitted the murder are the assistant - or you. I 
will not proceed with plot development, since 
the plot is the essence of the game, except to 
say that you must investigate the murder and 
vindicate yourself, while steering clear of enemy 
robots. Even those who call you “friend Derec” 
leave you a bit uneasy. 

The city is growing and changing as you pro¬ 
ceed. It seems almost to be a living entity - a 
kind of neural net. Forget your mapping skills. 
The streets change before your eyes. You 
approach an intersection, and poof! it’s gone. It 
is very easy to get lost this way, and may be 
frustrating at times, but just when you think that 
suicide may be the answer and you start to dial 
Jack Kevorkian, another clue appears. Either 
that, or you’ve walked in a huge circle and are 



Your quarters....and they didn’t even nickle and 
dime you 


back where you started. This may be RC’s 
weakest point, this aimless wandering; however I 
found myself not minding much, always 
engrossed in the plot, always hoping that around 
the corner would be something new. 

The interface is first-person, and every now 
and then it may be difficult to align yourself 
directly with an item with which you need to 
interact. Turn, step, turn back - turn, step, turn 
back. You often find yourself doing that little 
dance. Any small annoyance, though was worth 
the effort since, overall, I like this game a lot. 

Art Director Dale Fowler’s team (yeah, the 
art-guys) is to be commended on a beautifully 
represented, very eerie and unearthly world. 

The most unusual success here is that they have 
created an environment which is quite homoge¬ 
neous in color and texture, yet which also holds 
visual interest. We believe that robots “breed” 
here. It is a mechanical, techno-place, yet 
strangely alive. Part of the life-giving force lies in 
a very strong score, created under the musical 
direction of Richard Sales. It haunts me even 
when I am doing unrelated tasks. In fact, the 
whole game haunts me when I am doing unre¬ 
lated tasks. It can haunt me in my house, it can 
haunt me with a mouse, it can haunt me here or 
there, it can haunt me anywhere. I do believe 
this Robot scam, so cyber-punk me, Sam I Am. 

(If anyone can tell me where I’ve totally lost it, 
or if perchance you find it, please e-mail it back 
to me quickly...) s*. 

\T/ Cindy Yans 


Designed by: Byron Preiss Multimedia 
Published by: Byron Preiss Multimedia 
Systems: Windows 
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Tearing up asphalt 
at over 200 MPH in an alcohol 
fueled, 800 horsepower road 


Crawling in rush 
hour traffic behind a Yugo. In the 
left lane. With its blinker on. For 
the last five miles. 

Thrustmaster's Formula T2 driving 
system puts you in the cockpit of a 
dream racing machine. 

Be aggressive. T2's cushioned 
steering wheel won't let your 
hands slip while sliding through 
the chicanes. Tame the trickiest 
hairpins with T2's broke pedal 
and gear shift. On the straights, 
blow past the world's fastest cars 
when you floor T2's gas pedal. 

No bad drivers, no gridlock, no 
speed limits. Grab a helmet and 
live your racing dreams with the 
Formula T2 driving system from 
ThrustMaster. 

Vj 

* The Need for Speed, NASCAR ojf(d 
World Circuit ' 


Car u m 
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101.50 S.W. Nimbus Av?^fj 
and, ORV97223-4337 


(503)639-3200. 
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ADVENTURE 


HINTS & TIPS 




Space Quest 6: The Spinal Frontier 







Our two lovebirds: Roger and Stellar 


I t’s amazing what a little pixel character can 
do for a company. With his stodgy stone- 
gray track-suit and blonde locks, Roger 
Wilco has built himself into an adventure game 
icon. If Yogi was “smarter than your average 
bear,”this space cadet is “dumber than your 
average rock.” With only humor at his side, 
Sierra’s spaced-out hero embarks on his latest 
intergalactic laugh-fest in Space Quest 6:The 
Spinal Frontier. With the sinister arch-enemy 
Sharpei tailgating his ship, there’s only one way 
to get out of this mess: use your brain, or “do 
the Wilco” by browsing through this walk¬ 
through. It details every mouse-click you’ll need 
to conquer the forces of evil, not to mention 
Roger’s ineptness. 

Right from the start, Roger is caught in a jam, 
buried up to his waist in the pavement due to 
a transmission error. Use the hand icon to grab 
onto a passing robot to solve this predicament. 
Next up Roger needs some form of identifica¬ 
tion. For a quick fix, click the hand on the 
Security ID card on the bicycle to the right. 
Sadly, the picture on the card looks nothing 
like Wilco, so you’ll need to somehow alter 
the photo. Somewhere on Polysorbate LX 
there will be a Photo Booth in beta-testing. 
Click your buckazoid on the booth, and marvel 
at those mug shots. Click the photos on the ID 
card, and Roger is now an official Polysorbate 
security guard. 

Endodroid runner 

Also roaming around town is Blaine Rohmer, a 
shady bounty-hunter who needs to meet ends 
with an Endodroid who “made some people 
mad.” Talk to him 
twice, and he will offer 
you fifty buckazoids as 
a reward for capturing 
the alien. Enter the 
Orion Nightclub and 
take the elevator up to 
the top level. Take a 
bite out of space- 
crime by clicking your 
ID on the spaced-out 
aliens in the back. They will quickly exit stage 
right, and now you can grab their supplies. Click 
the hand icon on the hoses in inventory to 
assemble them into one strand. Furthermore, 
click on the nitrogen below the desk, and then 
click it on the open conduit to the right. 

Head downstairs to where the party is hop¬ 
ping, and show your ID card to the Bartender. 
He will offer you a special drink, the Uvula 
Spritzer, which buys you three minutes of time. 
Quickly open the freezer and grab the ice tray. 
Then, yank twice on the conduit that is third 
from the left. Finally, use one end of the assem¬ 
bled hoses on the broken conduit, and the 
other on the far west wall conduit. Rush 
upstairs and click on the nitrogen canister. Head 
downstairs to see the results. 

Beside the elevator, click the walk icon on the 
metal door three times to kick it open. Sit back 
and enjoy the sight of one frozen Endodroid. 


Pick up the metal pipe and take your best bat¬ 
ter’s stance: break the droid like a plate of 
glass. In inventory, use the broom and dustpan 
to clean up your mess, and then transfer the 
droid nuggets into the ice-cube tray. Now he’s 
ready for delivery to Harrison (aka Blaine). Go 

outside and exchange 
the ice-cubes for your 
stash of cash. 

Head on into the 
arcade and speak to 
Djurkwhad, who is 
the champion at 
Stooge Fighter III. 
Rumble with him, but 
don’t worry: you’ll 
automatically lose. 
Head on outside after defeat, and look who’s 
rummaging around the streets: Elmo Pug, from 
Space Quest III. He will offer an exchange: 
the cheat sheet to Stooge Fighter III for a 



Isn’t that the bridge from True Lies? 


bottle of Coldsordian Brandy. Enter Boot 
Liquors and pay Pa for a bottle. Exchange the 
bottle for the cheat sheet, and head back to the 
arcade to challenge the alien. When selecting a 
character, enter the secret code: A-B-B-A-C-A- 
C-A, and use it during the game - blow 
Sigourney’s better-half out of the water. 

Walk to the far west-end of town and speak 
with the Manager of the Dew Beam Inn twice to 
reserve a room. Give him 300 buckazoids, and 
sign your Bill Shatner; he will give you a room 
key. Use the elevator to go upstairs and enter 
your room, I220J. Just as you are about to 
enter, two space-scum, Nigel and Singent, man¬ 
age to capture our irresistible space-hero! 

I’m all shocked up 

Let’s get Roger out of this mess. Click on the 
key ring, and then the nail. Use the nail on 
Roger to pick the hand-cuffs. Even in the cyber¬ 
future, they’re still using those crazy old hand¬ 



les two guards against one space-cadet 


If Yogi was ‘smarter than 
your average bear/this 
space cadet is ‘dumber 
than your average rock.’ 
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Pizza: 

B Slices Per Pizza 
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Pyramid: 

30,000 Pyramids 
in 1 50 LEVELS 

O Calories 

O Grams of Fat 
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Obey Sharpei’s orders, and clean the bathroom 
floor, rattle the toilet handle, and then try to 
find her medicine in the cabinet. While you 
were pre-occupied, Sharpei optioned to flick a 
button; a deadly button. Quickly rip off the 
hydraulic pump below Sharpei’s bed, and use it 
on the door. Watch the cinematic feast unfold. 

On the Deepship at Santiago’s funeral, read 
the Eulogy in inventory. Now the holodeck will 
disappear; enter program code 555-1212 to acti¬ 
vate the Vulgar Nerve Pinch routine with Ptooie. 
Head over to Roger’s quarters and read the 
shocking message from Stellar; she’s still alive! 
Rush to the bridge and try to convince the cap¬ 
tain that he must go after her. Sadly, your plea 
falls upon deaf ears, so transport to the Shuttle 
Bay and click the hand on the smallest of the 
two guards. You will perform the vulgar nerve 
pinch on one guard, but the other one quickly 
carts Roger off to jail. 



Roger makes a few dollars on the side 

cuffs. Can’t someone spring for cyber-cuffs? 
Nonetheless, click on each end of the Pelvis 
rug, then lay it on the ground and use it. 
Immediately click the hand on Singent’s neck, 
and he will be electrocuted. Take his key ring, 
and then grab the Burlesque Moddie from the 
top of the dehumidifier. 

Repeatedly click the hand icon on the stack of 
CDs until you find Popular Techtronics. Use this 
CD on the 3DOA player, and read the article on 
converting DataCorders into Homing Beacons. 
This is the copy-protection; the solution is 
explained on pages 7 and 12 of Popular 
Janitronics, included in the game package. After 
setting up the homing beacon, use the key ring 
on the door to exit. 

To rid the world of Nigel, pick up the Churlish 
moddie off the floor. Click your hand on the 
Churlish moddie to remove the label, and paste 
it on the Burlesque moddie. Now, give Nigel the 
modified moddie and he is space-dust. Pick up his 
belt and remove the two items. In inventory, 
click the hand on the Damping Field Modulator 


and exit the room. Now activate the homing 
beacon; Stellar will save your sorry space-behind. 

Polysorbate’s most wanted 

Aboard the deepship, in inventory, click on 
the grooming assistant and then use the wad of 
hair on the DNA 
Pattern Analyzer after 
obtaining permission 
from Jebba the Hop. 

Now click the hand 
on the analyzer, place 
the hair, and click on 
scan and then imprint 
to card. Use the 
DataCart on the 
ComPost, located on 
the far left wall, to 
discover the identity 

of Nigel. Use ComPost to transfer to Roger’s 
Quarters, and upon hearing the message, beam 
over to the teleport room. 

On Delta V, take the elevator to the quarters. 


You will perform the 
vulgar nerve pinch on 
one guard, but the other 
one quickly carts Roger 
off to jail. 


The hunt begins 

In the concrete cell, wait for Dorff to deliver 
the food. Put the food in inventory, and combine 
it in this order to create a Roger dummy: Yoda 
Ears; Bobbit Kabobs; Rack of Orat; Baguettes; 
Tubers; Melon; and Gragh. Use the dummy on 
the cot, then click the hand on the cart; Roger 
will be able to escape under the tablecloth. Since 
you are now an escaped convict, watch your 
every step. Transport to sickbay, and steal some 
Morphine from inside the cabinet on the right 
side of the center console. Port over to 8-Rear 

and talk to Circuit 
Sidney three times. 

You will receive his 
right arm and eyeball; 
what a pal! 

Beam over to the 
Shuttle Bay and inject 
the Morphine into 
the doughnut. Now, 
place the doughnut 
on Magnum Opus’ 
tray of food. Use the 
Nerve Pinch again on 
the smaller guard, and both will be eliminated. 
Remove the alarm key off the larger guard’s 
belt, then use your hand on the door. In the 
inventory use Sidney’s arm on the other door 
button, and you are now in the true Shuttle 
Bay. Use the alarm in inventory to locate the 
vehicle and unlock it. Enter the vehicle and turn 
on the power. 

Press the ICD button and set up the fuel tanks 
as such: I: Lanthanum; 2: Sulfur; 3: Silver; 
Catalyst: Neon; Confirmation Code: Lasagne. 
Press initiation , and use Sydney’s eyeball on the 
retinal scan. You are ready to rock and roll in 
space! After running into problems during the 
Anti-Anomaly, open the glove compartment and 
remove all the materials. Open the homing bea¬ 
con and remove the little green modulating crys¬ 
tal. Use the Glue on the crystal, and open the 
crystal panel in the back of the ship on the right 
hand side. Use the glue on the large crystal, and 
then paste the small crystal onto the larger one. 
Now grab the recall notice behind the pilot’s 
seat and read it. Open the hood and trunk from 
the cockpit, put on the EVA suit located in the 
back closet, then exit the shuttle. More in a 
future issue of Strategy Plus ! 

< /^\ > Geoff Keighley 


The Polysorbate peddler: Fester 
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Buried in Time: The Journeyman Project 2 


Unca straddles 
space stupifactions 

T his is part one of a bare-bones walk¬ 
through of the puzzle solutions in 
Adventure mode. There’s much more 
game to explore than indicated here. 

Opening remarks 

This game is all about discovery. You first must 
discover the puzzles and then the solutions. It’s 
easy to miss clues to both in the mazes you 
must traverse. Not only do you have to look 
right, left and straight ahead in this game, but up 
and down as well! 

Directions used in this walkthrough are F for 
forward, L for Left, R for Right, U for Up and D 
for down. Z is used for both zooming in and 
out. Clicking on objects when the cursor is a 
magnifying glass zooms in. Clicking on objects 
zooms out when the cursor is a double arrow. 

Home, sweet home 

Go F, L and Z the figurines on the cabinet, you 
have left a message for yourself. Next go R,F,F,F,F,R, 
D and Z the articles on Gage’s desk (papers and 
an answering machine). Click on the buttons on 
the left of the answering machine to playback 
video messages. Go U, R, F, L, F, F, L, D to dissolve 
the door of the enviro-projector room. Go 
F,R,F,R,D and pick up the round object (the cursor 
changes to a hand indicating it can pick up the 
object). Drag the object to your inventory win¬ 
dow. Click on the magnifying glass in the inventory 
window to get a description of the object While 
you’re at it you might as well examine all the 
objects in your inventory list You should also acti¬ 
vate (clicking on their letter icons in the inventory 
window) the chips and check out their menus. 
You’ll need to activate the Interface chip (the letter 
I) if you want to save or quit the game anyway. Go 
ahead and save now, then activate the File chip (F) 
and read all its files. 

Where’s James Earl Jones? 

Next, turn on the news channel of the 
future: INN, a parody of CNN, but without 
Jones’trademark vocal introduction. Go U, L, F, 
L, D to stand in front of the enviro-projector. 
Click on it, then Z. Click on the INN button to 
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Click on this figurine for a nice surprise 


the right. Watch all four news stories, even the 
commercials. Click on the highlighted hyper¬ 
text in the text sections of the story for more 
information. When you’re finished, exit and Z. 
Go F, R, F, F, R and wait for the door to dis¬ 
solve. Go F, R, F, R, F, L, F. You can now order 
and receive the ShopNet items. Click the 
Power and Menu buttons. Click ShopNet. 

Enter the Cheese Girl code (625-94-978) and 
then click Transmit. Click Accept Purchase 
then click Menu to get back to ShopNet again 
and order the Translator chip (689-22-378). 
The music video (538-48-257) is not necessary, 
but you can order it and insert it in the enviro- 
projector, if you wish. 

Back at the Menu click on Post Box, now. 
Click on the items you’ve ordered one at a 
time and click on Replicate. Drag the items to 
your inventory and examine them. 

Let’s jump! Arthur is at Farnstein’s Lab. 
Activate the Jump chip (J), select the Jump 
Menu and then select Farnstein’s Lab. Click 


on the Mission Briefing and click 
Return. Click on the Jump Menu again 
and then on Jump. 

Lost in space 

Fun trip, eh? But, how does it feel to be lost in 
space and running out of air? Heh-heh. Just drag 
the Cheese Girl to the left side of the view win¬ 
dow and let go. Awaaaay we go! Oops, this hatch 
is sealed. Go D, L. F, F, F, F, F and click on this 
hatch. Now, go F, F, L, U, F and Z the dark screen 
to bring up a schematic. Click till you find the 
Capacitance Array portion and click again. Ooops! 
That alarm tells us that something is blocking a 
hatch. Z out and then Go U, R, F, R, R, F. Pick up 
the metal bar. Go R, R, F, L, U, F and Z the 
screen. Find and click on Capacitance, again. Now 
we’ve got pressure! Z out and go U, R, F. Save the 
game (saving often is a good habit) and click on 
the hatch. Now, go F, R, F, R, F, L, F, L, L, L, F, R, R, 
F, L, F, R, F. What a maze, eh? Aren’t you glad you 
saved first? Click on the hatch and go F. 




MOW 


Next month, Chateau Gaillard! 



The green dots and red dots must trade places 
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The dials properly lined up to Tree 3 


Meeting Arthur 

Arthur (the ships Al) says hello. Go F when he 
asks. Click Yes to his scanning question and Yes 
again when he suggests you copy him. Go R, R, U 
and Z the override panel. Enter Arthur’s code 
(32770). Click the handle when the hatch opens. 
Whoops! Some ride, eh? Click on the hatch again 
to open things up. Look what we have here! A 
puzzle! The solution is to (labeling the dots I 
through 6, from top to bottom) click on #’s 4, 3, 
2, 4, 5, 6, 3, 2, I, 4, 5, 6, 2, I and 6 in that order. 

Arthur is now on your blank chip! Whenever 
you want to know more about an area, pull up 
his chip and click on the Comment button when 
it’s lit. Now, let’s blow this dump. Pull up the 
Jump chip and activate it. Select Recall and it’s 
home again, home again, jiggity jig! Now go F, F, F, 
F, L, F, L, F. Buy another Cheese Girl and jump 
back to Farnstein’s lab. Time’s a wasting! 

Same time, same place 

Here we go again. Use the Cheese Girl. Go D, L, 
F, F, F, F, F. Click the hatch, go F, F, L, U, F and Z the 
control panel, but this time pressurize Biomass. 
Zoom out and go R, U, F, R, R, F. Click the hatch 


and go F seven times to get to the next hatch. 

Click on it It will open after Arthur helps out Go 
F into the elevator and click the green text button. 
Go R, R, D and click on the hatch. Go F and click 
the up arrow. Go R and Z the control panel on 
the left side of the screen. Click on Run Mining 
Cycle. Go L, D and Z the control panel again. 

Click on Run 02 Extraction. Z out and go R, R 
and Z the recharge station. Click on the black noz¬ 
zle on the right Phew! An Oxygen refill! About 
time, eh? Z out and go R, R, R and click on the up 
arrow . Go R, R, F and click the green button. Go 
D, R and drag the empty water container into your 
inventory. Go R and click on the hatch. Go F, F, R, 

D and click on the Biomass hatch. 

It doesn’t look like Art to me 

Go F, F, F, L Pull up the evidence chip and activate 
it (E). Click on Locate. Move the box cursor 
around thesculpture until it adds a center-dot 
Click. The evidence won’t record. Go D and Z the 
left side of the rack. Click the green button to test 
the frequency. Hmmm. Negative response. Move 
the cursor to the dial and click when it changes to 
a right arrow. Keep testing until you get a positive 
response. Then Z out and go U. Evidence chip still 





Atmosphere normal — refilling oxygen r 
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Examining a skull 



Arthur asking for your permission. He obviously 
wants you to say yes 



What an answering machine of the future might 
look like! Yech! 


activated? Click the sculpture again. Now, the chip 
automatically records the anomaly evidence. 

Go L, F, D, F, click the hatch, go F l_ F, click the 
hatch, go F, click the green button, go R, R, D and 
click the hatch. Go F, click the down button and go 
l_ L, L and Z the recharge station. Drag the water 
container to the blue valve. Click the yellow valve 
to fill the container with water. Drag it back to your 
inventory. 

Jump time! Pull up the Jump chip and select 
Chichen Itza. Click Mission Briefing, Return 
and Jump. 


It’s a chicken or Chichen Itza? 

Go R, F, L, F. Pull up the Translator chip and Z 
the dials on the back wall. Click on them till you 
get one of the dates listed on the above right 
wall (Tree 3 works). Z out and go L and D. Get 
the bowl. Go U, L, F and D. Drag the bowl onto 
the statue to drop down into the Mayan 
Underworld. Go D and get the skull. Go U, F, D 
and get the copper medallion. That’s all for now. 
See you in part two. ^ Andy Backer 
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ADVENTURE 


HINTS & TIPS 


Dungeon Master 2: The Legend of Skullkeep 




Unca bares bones and 
cracks conundrums 

T here is a brief walkthrough included in 
the game’s documentation. This article 
begins at the point you are ready to find 
the four clan keys that open Skullkeep. 

Practice, practice, practice 

Most of the monsters can be killed with 6th 
level fireballs. Develop that skill by first practic¬ 
ing FUL (Firelight or Torch spell) at every 
strength level and then FUL IR (Fireball). 
Continue practicing each character’s wizard 
skills, but don’t neglect their ninja, weapon and 
priest skills. 

Smart monsters, stupid companions 

The monsters you face in your search for the 
keys are (in order of appearance) intelligent 
Globs, Worms, Bats, Stegosaurs, Whirlwinds, 
Wolves, Dwarves, Giants, Specters, Trees, 
Skeletal Specters, Mummies, Skeletons, and 
attack Minions. 

A monster that is in the same square you are 
cannot be hurt. Cast the spell, or swing a sword 
when they are one square away. 

The Specters, Tornadoes and Skeletal 
Specters can only be killed with DES EW (Harm 
Non-Material Being). Your party is faster than 
the Stegosaurs and Whirlwinds and can run by 
them. However, Stegosaur steaks are most fill¬ 
ing. Yum! 

Do not carry weapons when facing the greedy 
Dwarves and Giants. They’ll just steal them. 
Instead, use a combination of fireballs and bare¬ 
handed punches or kicks against them. Offer the 
wolves a bone. 

Geography 101 

Besides the barracks, the home area contains 
four shops, an outdoor fountain and a teleport 
(unusable without a Techshield). There is a 
pylon and a gate to the other areas. The Sun 
(RA) Key from the food shop has to be inserted 
in the pylon to unlock the gate. 



T ORHfiM 


GRhEN 




F/j 

tjj 

1 1 



| y « 



^ 1 


Oops! The bat got in before we could slam the gate on him (or her)! 


Is that Skullkeep (shiver) ? 

Once the gate is opened turn left past the 
gate and go straight ahead through a tree arbor. 
Continue straight ahead and then turn right at 
the stone pylon and go straight ahead to enter 
Skullkeep’s foyer. The inner door is opened by 
inserting four blue clan keys in the round key 
recess. The clan keys are found in various sec¬ 
tors near Skullkeep. 

Stegosaurs (yum)! 

The first clan key lays on a round stone table 
in the land of Whirlwinds along with a Magic 
Map and the Lightning Key. Instead of going 
straight ahead to Skullkeep, turn left and go 
through an arbor to enter the land of 
Stegosaurs. The land of Whirlwinds has an 
arbor entrance there. 

Howling at the moon 

The Lightning Key opens the gate opposite the 
Bat Cave, just outside of the arbor leading to 
the Stegosaurs. This is the land of Dwarves 
where you will find an arbor entrance to the 
land of Wolves (east and then north of the tele¬ 


port) where the second clan key, a scout map, 
and the Moon Key lay on a stone table. 

Fee, Fi, Fo, Fum 

The moon key opens a gate in the land of 
Dwarves leading to a transport, a gate requiring 
the IR key and the arbor entrance to the land of 
Giants. There you’ll find the third clan key and 
the IR key on a stone table. 

How much is that key on the table? 

The IR key opens the gate to an area with 
an armor entrance to a Cemetery gate. The 
Cemetery is guarded by Specters. There is 
an opening in the fence that leads through 
some vicious trees to a castle back entrance. 

After entering the building hug the right 
wall and look for a button. It opens a 
recess hiding the FUL key. Take it and turn 
around. You’ll see the stairs to the base¬ 
ment. Sidestep one square right and go 
straight down the stairs. Destroy the two 
skeletal specters. 




Oh, is Mummy dead? 


A mine in the sky! 
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All clan keys in place 


What you didn’t know about Scouting 

Go back upstairs and save just before entering 
the moving trap room. Use the Scout Map to 
safely move around. Click on the map’s Scout 
Minion icon (upper right hand corner), then 
click on the square in front of your party on the 
map. Quickly move your party into that square. 
The moving traps can not enter the same 
square as the huge eyeball. 

The FUL key opens a door in the right wall. 
There you’ll find a key that will open the center 
door. The hallway of the right wall room has 
several floor triggers. Each one releases a 
mummy. You can either kill them individually, or 
run all the way to the end of the hall, enter the 
room, turn around and kill the mummies by 
closing the door on them a few times. Heh-heh. 

The center room contains a round wooden 
table with the clan piece on it. Think of it as a 
trading table in one of the stores. Place a copper 
coin on it and a ghost will materialize and turn 
the table to take the coin. The left wall contains 
a hallway leading outside and back to Skullkeep. 



A bloody fountain (yuk and echhh)! 



Welcome to Skullkeep (heh-heh) 


Finding your way around Rodeo Drive 

A trick for selling more than one item to a 
shop keeper is to place the trunk on the table, 
and then add as many items as you want to sell. 
Remove the trunk to allow the table to revolve. 

The sword Excsymer is the best weapon you 
can buy at home base. It increases Mana as well. 
Buy the two sets of Fire Poleyn armor when 
you have the money. They raise a character’s 
strength stat, allowing them to carry more 
weight. The Techelm raises wisdom, making 
your spell casters more effective. 

You need a Techshield to use the transport 
squares (stand on a square, click the shield icon 
and you will be transported back to home 
base). There is one for free beside the trans¬ 
port square in the Land of the Dwarves. 

Buy a Vorax or two near the land of Giants 
through an arbor exit near the stone table. 
Search the area for the entrance to the shop. 

There is a magic store through an exit near 
the red fountains outside of the moving pit area. 
Here you’ll find items such as an Emerald Staff 
(raises Mana and has a heal spell). 



Click on the purple doughnut in the upper right 
hand corner of the scout map for help with the 
moving traps. 


The Giant’s throwing axes are a good source 
of income. Take them to home base via the 
teleport near the land of the Giants entrance 
and return for more. 

Next month Unca, Bat, Bash, Wild and Abma 
enter Skullkeep! Be there or be square. 



Andy Backer 


Spells R Us 



Casting spells involves selecting magic sylla¬ 
bles. There are four groupings. The first 
grouping is for the six different degrees of 
power. In the beginning of the game you will 
only be able to effectively cast power level one 
spells (LO). The spells listed below do not 
include the power level syllable, since it is arbi¬ 
trary. Select a power syllable first before 
selecting any of the others. The numbers in 
parenthesis indicate the position (from left the 
right) of the syllable in the six-syllable charts. 

The Party Shield spell is YA IR (1,4) 

The Spell shield spell is YA IR DAIN (1,4,3) 

The Aura of Strength spell is OH EW KU (3,2,1) 
The Aura of Dexterity spell is OH EW ROS (3,2,2) 
The Aura of Vitality spell is OH EW NETA (3,2,3) 
The Fire Shield spell is FUL BRO NETA (4,5,3) 

The Darkness spell is DES IR SAR (5,4,6) 

The Porter Minion spell is ZO EW ROS (6,2,2) 

The Reflector spell is ZO BRO ROS (6,5,2) 

The Guard Minion spell is ZO EW NETA (6,2,4) 

The Magic Marker spell is YA EW (1,2) 

The Poison Cloud spell is OH VEN (3,1) 

The Invisibility spell is OH EW SAR (3,2,6) 

The Push spell is OH KATH KU (3,3,1) 

The Pull spell is OH KATH ROS (3,3,2) 

The Lightning Bolt spell is OH KATH RA (3,3,5) 
The Accelerate Party spell is OH IR ROS (3,4,2) 
The Daylight spell is OH IR RA (3,4,5) 

The Firelight spell is FUL (4) 

The Fireball spell is FUL IR (4,4) 

The Poison Foe spell is DES VEN (5,1) 

The Harm Non Material spell is DES EW (5,2) 

The Open Door spell is ZO (6) 

The Attack Minion spell is ZO EW KU (6,2,1) 

The following potions must be created by 
priests with an empty flask in hand. These 
potions must then be ingested. 

The Stamina Potion is YA (I) 

The Health Potion is VI (2) 

The Cure Poison potion is VI BRO (2,5) 

The Mana Potion is ZO BRO RA (6,5,5) 

The Strength potion is FUL BRO KU (4,5,1) 

The Dexterity potion is OH BRO ROS (3,5,2) 

The Vitality potion is YA BRO NETA (1,5,4) 

The Wisdom potion is YA BRO DAIN (1,5,3) 

The Shield potion is YA BRO (1,5) 
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CHIPS&BITS 


INC. 


Call 800-699-4263 Fax 802-767-3382 
Int’l 802-767-3033 Source 10448 


i 


PO Box 234 Dept 10448 Rochester, VT 05767 




3DO 


3DO Control Pad Goldstar $29 
3DO Cntrl Pad Panasonic $39 


3DO Decathlon $52 

3DO Gun $44 

3DO MPEG Mod GS $199 
3DO System $299 

7th Guest 2: 11th Hour $54 

Alone in the Dark 2 $46 

BIOS Fear $52 

Ballz:The Director’s Cut $52 

Battle Sport $52 

Blade Force $52 

BrainDead 13 $52 

Cadillacs & Dinosaurs $52 

Captain Quazar $54 

Carrier: Fortress at Sea $52 

Casper $52 

Chess Wars $48 

Clayfighter 2 $46 

Corpse Killer $52 

Creature Shock . $52 

Cyberdillo $52 

Cyberia $46 

D’s Dinner $52 

Daedalus Encounter $64 

Deadly Skies $52 

Death Keep $49 

DefCon 5 $49 

Dirt Racer $54 

Disc World $52 

Doom 2: Hell on Earth $58 

Doom $52 

Dragon Lore $46 

Dragons Lair 2:Time Warp $52 
Drug Wars $52 

Duelin’ Firemen $54 

Dynoblaze $49 

Escape Frm Mnstr Manor $52 
Eye Spy $52 

Fast Draw (w/Game Gun) $64 
Fire & Ice $40 

Firewall $40 

Flying Nightmares $52 

Foes of Ali $52 

GEX $52 

Gender Wars $54 

Golden Gate $52 

Icebreaker $46 

Isis $52 

Killing Time $52 

Kingdom O’ Magic $54 

Last Bounty Hunter $52 

Lawnmower Man 2 $54 

Loadstar $52 

Lost Eden $32 

Madden Football $49 

Maximum Surge $54 

Mazer $52 

Mirage $29 

NHL Hockey 96 $52 

Night Trap $52 

Off World Interceptor $52 

PGA Tour $54 

PO’ed $52 

Pagoda of Puzzles $54 

Penn & Teller $52 

Perfect General $56 

Phoenix 3 $52 

Planet Strike $52 

Police Nauts $52 

Powerslide $54 

Primal Rage $49 

Prowler $54 

Psychic Detective $52 

Quarterback Attack $54 

Rad the Rock Hopper $52 

Real Pinball $49 

Return to Zork $47 

Robinson’s Requiem $52 

Rock & Roll Racing $48 

Scottish Open Virtual Golf $54 
Scramble Cobra $52 

Shock Wave 2 $54 

Shootout at Old Tucson $52 

Shred Fest $54 

Slam & Jam Basketball $54 

Snow Job $52 

Space Ace $49 

Space Hulk:Vengeance $52 

Star Fighter $52 

Syndicate $54 

The D $52 

The Dragon $52 

Theme Park $52 

Thunder Hawk $54 

Top Gun M2 $54 

Trip ‘D $45 

Varuna’s Force $52 

Virtuoso $52 

Vital Cycle $54 

WaterWorld $52 

Wicked 18 Golf $46 

Wing Commander 3 $54 

Wingnauts $52 

World Cup Soccer $52 

World Cup Special Soccer $52 
XS $54 

Zhadnost w/Control Pad $49 



DONKEY KONG COUNTRY 2’ Greater 
graphics and faster action for this even big¬ 
ger adventure! All new worlds populated with 
new enemies and new friends. $64 



‘FLASHBACK’ 

Players star as 
Conrad B. 
Hart, Galaxis 
Bureau of 
Investigation 
Agent, 
Stranded on a 
faraway planet 
after he discov¬ 
ers an alien 
plot to overtake 
earth. A truly 
explosive ver¬ 
sion of this 
award winning 
adventure. 
JAGUAR $52 





‘ T E C M O 
SUPER BOWL 

3’ This game is 
virtually a NFL 
football simula¬ 
tor. The player 
has all of the 
abilities of the 
real NFL foot¬ 
ball teams, 
coaches and 
the real NFLPA 
players. New 
rosters, char¬ 
acter edit 
mode and 
expansion 
teams. $62 










ROBOT1CA’ A 

29th century 
metropolis is 
enslaved by the 
brutal robot 
enforcers of the 
WSSS Govern¬ 
ment space sta¬ 
tion! A world of 
futuristic 3-D ren¬ 
dered graphics 
and explosive 
game play. A 
world with next 
generation music 
and a first person 
shooting perspec¬ 
tive! SAT $44 


‘MORTAL 
KOMBAT 3’ is 

loaded with 
everything 
players have 
been begging 
for, six new 
Kombat Kodes, 
eight new char¬ 
acters, thirty 
two megs, and 
secret portals 
that allow fight¬ 
ers to smash 
up and down 
into differ¬ 
ent back¬ 
grounds. $69 


‘BREATH OF FIRE 2’ Combine an orphaned 
descendant of the Light Dragon with a stout heart¬ 
ed warrior and you have the makings for this fan¬ 
tasy RPG! Four new fighting formations! $59 




GAME GEAR 


GG Sys/Super Columns 

$109 

Batman Forever 

$38 

Dragon: Bruce Lee Story 

$39 

EarthWorm Jim 

$34 

FIFA Internat’l Soccer 96 

$36 

Frank Thomas Big Hurt 

$38 

Garfield:Caught in the Act 

$36 

George Foreman 

$38 

Getaway High Speed 2 

$36 

Hurricanes 

$32 

Judge Dredd 

$38 

Jungle Strike 

$36 

Madden Football 96 

$36 

Michael Jordan:Chaos 

$36 

Mortal Kombat 3 

$39 

NFL Quarterback Club 96 

$39 

NHL Hockey 96 

$36 

PGA Tour European 

$36 

Phantom 2040 

$34 

Power Drive 

$32 

Primal Rage 

$38 

Return of the Jedi 

$36 

SI Champ Foot & Base 

$37 

Solitaire Fun Pack 

$29 

Speedy Gonzales 

$32 

VR Troopers 

$36 

Zoop 

$34 

CDI 

CD-I 550 Magnavox 

$479 

Burn Cycle 

$46 

Clue 2 

$46 

Crime Patrol 

$44 

Dark Castle 

$34 

Disc World 

$36 

Dragon’s Lair 2:Time Warp$44 

Haunted House 

$48 

Interactive Diner 

$44 

Kingdom: Shadoan 

$44 

Labyrinth of Crete 

$44 

Lost Eden 

$45 

Mad Dog McCree 2 

$44 

Merlin’s Apprentice 

$44 

Micro Machines 

$32 

Microcosm 

$44 

Myst 

$44 

NFL Instant Replay 

$36 

Name That Tune 

$36 

Ooze 

$32 

Sargon Chess 

$36 

Text Tiles 

$30 

The Apprentice 

$32 

Thunder in Paradise 

$56 

Voyeur 2 

$52 

Who Shot Johnny Rock? 

$45 

Zelda’s Adventure 

$44 


GENESIS HARDWARE 


Aura Interactor $76 

Game Gun SEGA CD $36 
Genesis Systm/Lion King $139 
Genesis Team Player 2 $29 

Lethal Enforcers Gun ea$18 


GENESIS ADVENTURE 


Addams Family Values $44 
Adv Batman & Robin CD $44 
Batman Forever $64 

Beavis & Butt-Head $54 

BrainDead 13 CD $49 

Casper $58 

Comix Zone $54 

Congo $58 

Dragons Lair 2 CD $52 

EarthWorm Jim 2 $64 

Fahrenheit CD $52 

Flintstones Movie $44 

Garfield:Caught in the Act $58 
Gargoyles $59 

Green Lantern $59 

Indiana Jones $54 

Izzy's Olympic Quest $52 

Kingdom CD $52 

Loadstar 2 CD $54 

Maui Mallard $58 

Mission Impossible $56 

Mutant Chronicles $59 

Night Trap CD $39 

Penn & Teller CD $39 

Phantom 2040 $54 

Pinocchio $56 

Pocahontas $59 

Popeye $52 

Power Rangers 2 $52 

Radical Rex $59 

Real Monsters $54 

Revolution X $59 

Scooby Doo $52 

Skeleton Krew $54 

Smurfs CD $54 

Space Advntr Cobra 2 CD $36 
Spirou $58 

Spot Goes to Hollywood $59 
Star Trek Deep Space 9 $48 

The Ooze $44 

The Punisher $49 

Toy Story $58 

Warlock $32 

Waterworld $56 

Whac-A-Critter $48 

Wild Woody CD $52 

X MEN 2:Clone Wars $52 

X-Perts $58 

Zorro $58 


GENESIS KICK & PUNCH 


Eternal Champions CD 

$44 

Future Zone 

$58 

Kartoon Kombat 

$48 

Maximum Carnage 2 

$56 

Mortal Kombat 3 

$69 

Primal Rage 

$59 

Samurai Showdown CD 

$44 

VR Troopers 

$52 

WeaponLord 

$58 

GENESIS ROLEPLAYING 

Beyond Oasis 

$68 

Lunar 2:Eternal Blue CD 

$49 

Phantasy Star 4 

$83 

Popful Mail CD 

$49 

Shining Force CD 

$46 

GENESIS SHOOTERS 

Battle Frenzy CD 

$42 

Demolition Man 

$54 

Exo Squad 

$48 

Vector Man 

$52 

GENESIS SIMULATIONS 

Knights of the Sky 

$52 

Micro Machines 2 

$54 

Road Rash 3 

$52 

Super Strike Trilogy CD 

$52 

GENESIS SPORTS 

Bass Masters Classic 

$58 

College Football USA 96 

$56 

Converse Hardcore Hoops $59 

FIFA Internat’l Soccer 96 

$58 

Frank Thomas Big Hurt 

$62 

Hardball 95 

$49 

Madden Football 96 

$59 

NBA Live 96 

$58 

NHL Hockey 96 

$58 

PTour Invitational 

$56 

Payne Stewart Golf 

$54 

Prime Time NFL Ftball 96 

$58 

Sporting News Soccer CD 

$44 

TNN Outdoor Bass ‘96 

$59 

Tecmo Super Bowl 3 

$62 

WWF Arcade 

$62 

World Series Baseball 95 

$66 

GENESIS STRATEGY 

Dark Ride CD 

$54 

MeBomberman 

$44 

Wheel of Fortune CD 

$52 


HINT BOOKS 


Atari Jaguar Game Secrets $14 

BattleTech 

$9 

Beavis & Butt-Head 

$9 

Brain Lord 

$9 

Bubsy 1 & 2 

$12 

Donkey Kong Country 

$8 

Double Dragon 5 

$9 

Ecco Dolphin Tides of Time $9 

Fighting Game Secrets 

$9 

Final Fantasy 3 Players 

$11 

Genesis & Sega CD Secrets $8 

It's an NBA Jam Thing 

$9 

Lion King Game 

$9 

Lunar 

$12 

Mortal Kombat 2 Kodes 

$8 

NBA Jam Pocket Codes 

$8 

NBA Jam Tournament Code $8 

NBA Showdown 

$12 

Phantasy Star 4 

$12 

Pitfall Players 

$12 

Popful Mail 

$14 

Power Rangers Game 

$12 

Primal Rage 

$12 

Road Rash 3 

$12 

SNES Game Secrets 

$8 

Sega Games Secrets 

$12 

Sonic Hints 

$16 

Super Street Fighter 2 

$9 

Troy Aikman Ftball Players $9 

Vay 

$13 

Virtua Racing 

$9 

VIRTUAL BOY 

Virtual Boy System 

$179 

Devil Buster 

$49 

Galactic Pinball 

$38 

Mario Clash 

$38 

Red Alarm 

$38 

Teleroboxer 

$38 

Virtual Leage Basketball 

$39 

Wario Cruise 

$46 

WaterWorld 

$50 

Worms 

$49 

ULTRA 64 

Ultra 64 System 

$249 

Alien Vs Predator 

$56 

Cruis’n USA 

$56 

Doom 

$56 

Killer Instinct 

$56 

Red Baron 

$56 

Robotech 

$56 

Top Gun 

$56 

Top Gun: New Adventure 

$56 

Turok: Dinosaur Hunter 

$56 


JAGUAR 

Jaguar JAGLINK Interface $25 

Jaguar CD System 

$149 

Jaguar Controller 

$19 

Jaguar Power Kit 

$149 

Jaguar Team Tap 

$22 

Jaguar VR Headset 

$299 

Air Car Wars 

$52 

Alien VS Predator CD 

$56 

Arena Football 

$59 

Assault:Covert Ops 

$52 

BIOS Fear 

$56 

Barkley Basketball CD 

$52 

Battle Morph CD 

$52 

Black IceA/Vhite Noise 

$59 

BrainDead 13 CD 

$52 

Brett Hull Hockey 

$59 

Buggy Ball 

$62 

Creature Shock CD 

$52 

Dactyl Joust 

$52 

Deathwatch 

$56 

Defender 2000 

$56 

Demolition Man CD 

$52 

Dragon's Lair CD 

$52 

Dungeon Depths 

$52 

Fight for Life CD 

$59 

Flashback 

$52 

Formula 1 Racing CD 

$56 

Freelancer 2120 CD 

$52 

Gunship 2000 

$54 

Highlander 2 or 3 CD each $56 

Hover Hunter 

$56 

Iron Solider 2 CD 

$56 

Jack Nicklaus Golf CD 

$52 

James Pond 3 

$54 

Magic Carpet CD 

$56 

Myst CD 

$56 

NBA Jam Tournament 

$62 

Phear 

$54 

Pinball Dreams 

$54 

Pitfall 

$56 

Power Drive Rally 

$57 

Primal Rage CD 

$59 

RayMan 

$58 

Return to Zork 

$56 

Sky Hammer 

$59 

Soul Star CD 

$58 

Space Ace CD 

$52 

Space Wars 2000 

$52 

Star Raiders 2000 CD 

$52 

Supercross 3D 

$56 

Thea Realm Fighters 

$56 

Ultra Vortex 

$64 

Varuna’s Forces CD 

$56 

Wayne Gretzky Hockey CD $59 

White Men Can’t Jump 

$59 

Wild Cup Soccer 

$54 

World Class Cricket 

$54 


MARS 32X 1 

32 Xtreme 

$59 

Alien Trilogy 

$66 

Alone in the Dark CD 

$52 

B.C. Racers 

$54 

BlackThorne 

$46 

Brutal Above the Claw 

$52 

Cadillacs & Dinosaurs CD 

$56 

Casper 

$52 

Chaotix 

$56 

Clayfighter 2 

$44 

College Basketball 

$62 

Dark Ride CD 

$58 

FIFA Interat’l Soccer 96 

$58 

Golf Magazine’s 36 Holes 

$62 

Heavy Machinery 

$54 

Judge Dredd 

$64 

Kingdom:Far Reaches 

$59 

Kolibri 

$58 

Loadstar CD 

$56 

Lost Vikings 2 CD 

$46 

Maximum Carnage 2 

$62 

Metal Head 

$59 

Midnight Raiders CD 

$56 

Mortal Kombat 2 

$62 

Mother Base 

$49 

Motocross Championship 

$49 

NBA Action 

$58 

NBA Jam Tournament 

$59 

NFL Instant Replay 

$56 

Night Trap CD 

$59 

Pitfall 

$62 

Power Rangers CD 

$52 

Primal Rage CD 

$58 

Prime Time NFL Ftball 96 

$66 

RBI 95 

$57 

Rachet & Bolt 

$59 

RayMan 

$58 

Shadow Squadron 

$52 

Shell Shock 

$54 

Slam City CD 

$49 

Spiderman: Web of Fire 

$58 

Spot Goes to Hollywood 

$59 

Star Trek:Strfleet Academy $52 

Supreme Warrior CD 

$56 

T-Mek 

$62 

ToughMan Contest 

$54 

VR Troopers 

$59 

Vikings 

$46 

Virtua Fighters 

$59 

Virtua Hampster 

$59 

Virtua Racing Deluxe 

$59 

WWF Arcade 

$64 

Wirehead CD 

$52 

Wolves of Moordeth 

$56 

World Series Baseball 

$59 

X Men 

$59 

Zorro 

$54 


4 CDi /nr w 
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OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI. AK, APO, FPO $4 
per order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders 
may require additional shipping charges. 

Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under $200 same 
as cash. COD $8. Defectives replaced with same product. Most items shipped same day. 
Shipping times may vary. Price / availability may change. All sales final. Call for details. 


FREE GAME OFFER* 

See details below 






‘SLAM ’N JAM 

95’ The biggest 
players, fastest 
5 on 5 action 
and rotoscoped 
moves. Here 
you can strip 
and dip, shake 
and bake, and 
knock down 
twos all over 
the court. 
Pound the 
hardwood in 
the franchise 
player mode for 
an entire sea- 


-* 

DYNAMICS 


‘SECRET OF EVERMORE’ Get propelled into a 
world of fantasy that has been turned upside 
down. 24 megs, Silicon Graphics and environmen¬ 
tal ambient sounds will make you shiver! $64 


‘SONY PLAYSTATION’ Sony’s breakthrough 32- 
bit processor, CD ROM architecture delivers real 
time experience with ever changing 3D perspec¬ 
tives and stereo CD quality sound. $319 


‘LEM¬ 
MINGS’ 

Arriving in 
droves and 
left to their 
own dim 
d e v c e s , 
these brain¬ 
less little 
creatures 
meet their 
demise by 
diving off 
cliffs or 
plummeting into water hazards and traps. You can 
save them by selecting and assigning special skills 
which enable the diminutive dolts to survive and 
advance to the next adventure. CDI $32 


VR TROOP¬ 
ERS’ Three 
begoggled 
heroes from the 
top rated TV 
series are 
trapped in a 
fiendish virtual 
reality video 
game built by 
evil genius, 
Grimlord. The 
VR Troopers 
have to over¬ 
come hordes of 
skugs and boss¬ 
es if they want to 
escape! $52 


‘GALACTIC PINBALL’ Save the world from alien 
invaders in one of four, 3-D pinball games! Test your skill 
in levels like Cosmic, Colony, UFO and Alien! Play control 
offers incredible challenges around obstacles! VB $38 




FREE 

GAME OFFER 

Buy 4 games from the list 
below, get the least 
expensive FREE. All 4 
games must be in stock 
at the time of purchase. 
Offer good from 8/15/95 
to 11/30/95 or while sup¬ 
plies last. 

GENESIS: Joe Montana 
CD $19, ESPN FB $36, 
Street-fightr 2 $19, Happ 
Ctrl Pad 2 $9, Tecmo Spr 
Bowl $29, FI 6 Wireless 
Ctrl Pad $29, Comp J- 
stick $39, Chuck Rock 2 
CD $19, Ristar $34 

SNES: Virtul Bart $29, 
Inspctr Gadget $19, Clay- 
fighter $26, Supr Soccer 
$16, Supr Tennis $16, 
Mario is Missing $29, 
Battle-toads: Dbl Dragon 
$29, Peacekeepers $26, 
Animaniacs $19 

GAME GEAR: George 
Forman Boxing $16, NBA 
Basketball $16, NFL FB 
Joe Montana $24, NFL 
Quarterback Club $34, 
Pro Pouch $9, Winter 
Olympics $24 

JAGUAR: Club Drive 
$29, Dragon $29, Kasumi 
Ninja $46, Double 
Dragon 5 $49 


NEO GEO 


Neo Geo CD System $499 

2020 Super Baseball CD $69 

3 Count Bout CD $69 

Aerofighters 3 CD $69 

Agressor of Drk Kmbat CD$69 

All Star Vollyball CD $69 

Alpha Mission 2 CD $69 

Art of Fighting 2 CD $69 

Baseball Stars Pro 2 CD $69 

Blue’s Journey CD $69 

Burning Fight CD $69 

Crossed Swords CD $69 

Double Dragon $199 

Fatal Fury 3 $249 

Fatal Fury Special CD $69 

Fight Fever CD $69 

Football Frenzy CD $69 

Galaxy Fighter $229 

Ghost Pilots CD $69 

Goh-Kaiser CD $69 

Gururin CD $69 

Kamov’s Revenge CD $69 

King of Athletes CD $69 

King of Fighters ‘95 CD $69 

King of the Monsters 2 CD $69 
Last Resort CD $69 

Magician Lord CD $69 

Metal Slag CD $69 

Mutation Nation CD $69 

Nam 1975 CD $69 

Ninja Combat CD $69 

Ninja Commando CD $69 

Palstar CD $69 

Panic Bomber CD $69 

Rally Chase CD $69 

Riding Hero CD $69 

Robo Army CD $69 

Samurai Showdown 2 $229 

Savage Reign $229 

Sengoku 2 CD $69 

Shinryu Senki CD $69 

Soccer Brawl CD $69 

SpinMaster CD $69 

Stakes Winner CD $69 

Street Hoops CD $69 

Super Sidekicks 3 CD $69 

Super Sidekicks Soccer 3 $229 

Super Spy CD $69 

Super Vollyball CD $69 

Suplex CD $69 

Thrash Rally CD $69 

Top Hunter $169 

View Point CD $69 

Windjammers CD $69 

World Heroes 2 Jet $199 

World Tour Golf CD $69 

Zed Blade CD $69 


PLAYSTATION 


Sony System 

$319 

Sony w/Game 

$349 

PSX Controller 

$22 

PSX Memory Card 

$24 

ASCII Control Pad 

$22 

ASCII Revel Pad 

$26 

3-D Soccer 

$45 

3D Baseball '95 

$59 

7th Guest 2: 11th Hour 

$52 

Agile Warrior: F-111X 

$52 

Air Combat 

$46 

Alien Trilogy 

$52 

Alien Virus 

$54 

Assault Rigs 

$52 

Batman Forever 

$52 

Castlevania: Bloodletting 

$45 

Chronicles of the Sword 

$54 

Converse Hardcore Hoops $52 

Cyber Sled 

$46 

DNA Imperative 

$52 

Dark Legend 

$54 

Dark Stalkers 

$52 

Dark Sun 

$54 

Death Crusader 

$54 

DefCon 5 

$54 

Descent 2 

$52 

Destruction Derby 

$54 

Die Hard Trilogy 

$54 

Disc World 

$52 

Don Pachi 

$54 

Doom 

$56 

Dragons Lair 2 

$54 

Dungeons & Dragons 

$52 

ESPN Extreme 

$52 

Entomorph 

$52 

FIFA Internat’l Soccer 96 

$52 

Frank Thomas Big Hurt 

$52 

Freelancer 2120 

$52 

Front Page Ftball Pro 96 

$58 

G-Police 

$54 

GEX 

$52 

Galaxy Fighter 

$54 

Gender Wars 

$54 

Hell 

$54 

Horde 

$54 

Journeyman’s Project: DC $54 

Jumping Flash 

$52 

King’s Quest 7 

$58 

Kingdom O' Magic 

$54 

Krazy Ivan 

$54 

Last Bounty Hunter 

$54 

Lawnmower Man 2 

$54 

Legacy of Kain: Bid Omen $59 

Lemmings 3D 

$52 

Lone Soldier 

$56 

MLBPA Baseball 

$45 

Madden NFL 96 

$54 


PLAYSTATION 


Major Damage $52 

Minnesota Fats Pool $54 

Monstrous City $54 

Mortal Kombat 3 $62 

Myst $54 

NBA Basketball $45 

NBA Jam Tournament $48 

NFL Game Day $52 

Novastorm $52 

PGA Tour 96 $52 

Parasite $54 

Parodius $45 

Philosoma $52 

Power Serve Tennis $52 

Power Sports Soccer $54 

Primal Rage $54 

Project: Over Kill $45 

Prowler $52 

Raiden $52 

Raven Project $52 

RayMan $52 

RazorWing $54 

Return of the Apes $54 

Return to Zork $47 

Ridge Racer $52 

Road Rash $54 

Sentient $54 

Shock Wave $54 

Slayer $54 

Solar Eclipse $54 

Space Ace $54 

Star Blade $46 

Storm $52 

Street Fighter Legends $52 

Street Fighter: The Movie $52 
Syndicate Wars $52 

TNN Outdoor Bass ‘96 $54 

Tekken $46 

Theme Park $52 

Toh Shin Den $54 

Total Eclipse $54 

Track & Field $45 

Twisted Metal $52 

Upper Deck Basketball $54 

VR Baseball $56 

VR Basketball $56 

View Point $52 

Virus $54 

WWF Arcade $52 

WarHawk $52 

Warhammer Fantasy Bttle $54 
Wipeout $54 

Worms $52 

X MEN:Children of t’ Atom $54 
X-COM: Enemy Unknown $52 
XS $54 

Zeitgest $59 


SATURN 


Saturn System 

$399 

Saturn 6 Player Controller $39 

Saturn Acade Racer 

$66 

Saturn Back-Up RAM Cart $46 

Saturn Control Pad 

$32 

Saturn Mission Stick 

$66 

Saturn RF Unit 

$24 

Saturn Virtua Stick 

$54 

3D Baseball 95 

$58 

3D Basketball 

$54 

4X4 Gears & Guts 

$52 

7th Guest 2: 11th Hour $52 

AD&D Fighters 

$46 

Aftermath 

$52 

Agile Warrior: F-111X 

$54 

Alien Trilogy 

$52 

Alone in the Dark 

$52 

Astal 

$52 

Batman Forever 

$52 

Battletech 

$52 

Blackfire 

$52 

Blazing Dragons 

$52 

BrainDead 13 

$54 

Brutal 2210 

$54 

Bug! 

$38 

Castlevania: Bloodletting $45 

Center Ring Boxing 

$52 

Clockwork Knight 

$38 

Congo 

$52 

Creature Shock 

$54 

Cyber Speedway 

$54 

Cyberia 

$52 

Dark Seed 

$54 

Dark Stalkers 

$54 

Daytona USA 

$52 

Deadalus 

$54 

DefCon 5 

$54 

Descent 2 

$52 

Die Hard Trilogy 

$54 

Don Pachi 

$54 

Dragons Lair 2:Time Warp $52 

Dungeons & Dragons 

$52 

FIFA International Soccer $54 

Gender Wars 

$54 

Ghen War 

$52 

Hardball 5 

$54 

Hyper 3-D Pinball 

$52 

Kingdom O’ Magic 

$54 

Lawnmower Man 2 

$54 

Legacy of Kain:Bld Omen $58 

MLBPA Baseball 

$45 

Magic Carpet 

$52 

Major Damage 

$52 

Maximum Surge 

$52 

Mortal Kombat 2 

$48 

Myst 

$52 

NBA Action 

$52 


SATURN 


NBA Basketball $45 

NBA Jam Tournament $47 

NHL All Star Hockey $59 

Night Warriors $54 

Off World Interceptor $52 

Panzer Dragoon $52 

Panzer General $54 

Pebble Beach Golf $46 

Penn & Teller $52 

Pool Shark $52 

Primal Rage $64 

Prime Time NFL Ftball 96 $59 
Project: Over Kill $45 

Quarterback Attack $54 

Rally $54 

Raw Pursuit $52 

RayMan $52 

Return of the Apes $54 

Return to Zork $47 

Revolution X $52 

Rise of the Robots 2 $54 

Road Rash $54 

Robotica $44 

Romance of 3 Kingdoms 4 $58 
Shinobi Legions $54 

SimCity 2000 $58 

Skeleton Warriors $54 

Solar Eclipse $52 

Space Ace $52 

Split Realities $52 

Spot Goes To Hollywood $54 

Storm $52 

Street Fighter Legends $52 

Supreme Warrior $52 

ThunderHawk 2 $54 

Total Eclipse $54 

Upper Deck Basketball $54 

VR Baseball $56 

VR Basketball $56 

VR Hockey $56 

Van Battle $52 

Varuna’s Force $52 

Vertigo $54 

Viewpoint $52 

Virtua Cop $52 

Virtua Fighters 2 $56 

Virtua Racing $52 

Virtual Hydlide $54 

Virtual Pool $46 

WWF Arcade $52 

Waterworld $54 

Wing Commander 3 $59 

World Series Baseball $59 

Worldwide Soccer $46 

X MEN:Children of t’ Atom $54 
XS $54 

Zoop $54 


SNES HARDWARE 


Lethal Enforcers Gun 2 
Super Multitap 

Super Nintendo System 
Supr Nin System Core 

$18 

$32 

$139 

$99 

SNES ADVENTURE 

Admiral Togo 

$58 

Batman Forever 

$66 

Boogerman 

$58 

Bronkie the Bronchiasaurus $58 

Castlevania: Dracula X 

$47 

Chrono Trigger 

$72 

Congo 

$58 

Donkey Kong Country 2 

$64 

Earthworm Jim 2 

$64 

Godzilla: Destroy Monsters $58 

Izzy's Olympic Quest 

$54 

Marvel Super Hero's 

$54 

Mega Man 7 

$54 

Mega Man X 3 

$56 

Mission Impossible 

$56 

Mr. Tuff 

$56 

Ogre Battle 

$58 

Phantom 2040 

$54 

Pinocchio 

$56 

Pocahontas 

$59 

Popeye 

$52 

Porky Pig:Haunted Holiday $59 

Putty Squad 

$54 

Revolution X 

$66 

SWAT Kats 

$52 

Scooby Doo 

$62 

Seventh Saga 2 

$62 

Sink or Swim 

$49 

Smurfs 

$58 

Spawn 

$69 

Speedy Gonzales 

$52 

Spirou 

$58 

Spot Goes to Hollywood 

1 $59 

Star Trek Deep Space 9 

i $48 

Super Drop Zone 

$62 

Sylvester & Tweety 

$59 

The Mask 

$59 

Toy Story 

$58 

Warlock 

$59 

Waterworld 

$56 

Willy Wombat 

$58 

Yoshi’s Island/S.M. 2 Bun $66 

SNES STRATEGY 

PTO 2 

$62 

Prehistorik Man 

$52 

Romance of 3 Kingdoms 4 $64 

Super Bomberman 3 

$56 

The Brainies 

$44 


SNES KICK & PUNCH 

Killer Instinct 

$69 

Maximum Carnage 2 

$64 

Mortal Kombat 3 

$69 

Ninja Gaiden Trilogy 

$62 

Power Rangers Fight Edit $59 

Primal Rage 

$64 

Tsushima 

$58 

WeaponLord 

$59 

SNES ROLEPLAYING 

AD&D 

$58 

Battletech 

$58 

Brandish 2 

$64 

Breath of Fire 2 

$59 

Dragon Warrior 5 

$72 

Golden Empire 

$62 

Secret of Evermore 

$64 

Syndicate 

$44 

Tecmo Secret of the Stars $54 


SNES SHOOTERS 

Apocalypse 

$62 

Doom 

$69 

Galactic Defenders 

$56 

Super Turrican 2 

$44 

SNES SIMULATIONS 

Dirt Trax FX 

$59 

Kawasaki 

$58 

Ruper Bike Challenge 

$54 

StarFox 2 

$62 

Urban Strike 

$59 

SNES SPORTS 

Converse Hardcore Hoops $59 

FIFA Internat'l Soccer 96 

$58 

Frank Thomas Big Hurt 

$66 

Int'l Superstar Soccer 2 

$47 

Jimmy Houston’s Bass Trn$62 

Kirby’s Dream Course 

$46 

Looney Tunes B-Ball 

$59 

Madden Football 96 

$59 

NBA Basketball 

$47 

NBA Live 96 

$58 

NBA Run & Gun 

$47 

NHL Hockey 96 

$58 

PGA Ivitational 96 

$59 

RBI 94 

$54 

TNN Bass Tournament 

$56 

TNN Outdoor Bass '96 

$62 

Tecmo Hockey 

$58 

Tecmo Super Bowl 3 

$62 

WWF Arcade 

$66 

























































HINTS & TIPS 



Jewels of the Oracle 





Cindy Yans consults 
Shakespeare — Bard of 
the Oracle 

A Hints and Tips article about Jewels of 
the Oracle - the notion seems 
almost sacrilegious. If the ancients had 
wanted modern day mortals dissecting their 
folklore and nifty devices, they would certainly 
have posted detailed instructions on every 
package of Double Stuff Oracleos and on every 
bag of Oracle Chow. But did this happen? Of 
course not. Hence, it seems we were meant to 
reflect, to bend our minds in order to discover 
the secrets of the conundrums so beautifully 
crafted for us by the designer. 

That said, I will discuss several of JotO’s puz¬ 
zles, but will provide no “real solutions” such 
as “turn left, pull lever, swing your partner 
‘round Wound....” I will deal mostly with the 
premise of each puzzle, since even the strate¬ 
gies are not tangible in many cases. I have been 
fortunate enough to be in touch with 
Courtland Shakespeare, the designer/father fig¬ 
ure of JotO, who kindly provided some of his 
insights into the worlds of each room. I had 
initially suspected (from past socio-anthropo- 
logical fascination) that the game’s roots were 
deeply steeped in historical research, but not 
until input from Mr. Shakespeare (Courtland, is 
that your true name?) did I realize that each 
room’s design and concept was so well con¬ 
ceived. My respect for the game and for Mr. 
Shakespeare himself continue to deepen, and I 
will include some of the more colorful histori¬ 
cal notes he has provided. 

Let me also say at this time that the puzzles 
most people have deemed the most difficult to 
solve are (no surprise here) the most difficult 
to scope out in terms of helpful hints. But 
enough about me — starting from the first well 
sector in front of the altar room, and moving 
clockwise, let’s take a look at two puzzles from 
each “house.” 

THE HOUSE OF TANTRAM 

Abhoranam of Day and Night 

Somewhat reminiscent of the “get the fox, 
hen and grain across the river algorithm,”the 
sliding platform in the middle is used to trans¬ 
port the black and white disks back and forth 
until they are all on the right side. Click on a 
disk to move it to the platform, and on the 
platform to make it travel. You may take up to 
two pieces at one time, but leaving more 
Night than Day pieces on either side is sure 
failure. It is best to try getting all the black 
pieces across first, and the minimum number 
of moves to complete the task is eleven. 
Historical note: this is based on a very old 
conundrum first recorded by the Abbot of 
St.Martin of Tours, circa 799 AD in his book 
Propositiones ad Acuendos Juvenes (Problems for 
Quickening a Young Mind). He is said to have 
created this book for Charlemagne. 


Hall of Hidden Links 

I have heard more animated discussion about 
this puzzle than any other in the game. Click on 
one item to select it, and click on a second object 
to pair it with the first, and both will disappear. 
You are provided with their names (beware the 
dreaded quern. Even after several iterations, I did 
not hear “Quern”...). Only after all six pairs are 
correct will you collect your jewel for the room. 
The stumbling block seems to be closed-minded¬ 
ness about the relationships between items. Think 
beyond the normal functions of each. The pairings 
all make sense, but not usually in the initial intu¬ 
itive way. This is an exercise in abstraction. For 
example, the purpose of the hammer is not just 
to strike, but to fit in the hand of a constructive 
person. On the other hand, there are items to be 
held by a destructive person... Be patient and 
open-minded. Historical Note: one of the most 
common and also oldest artifacts found anywhere 
across Europe is the Quern (an early version of 
the mortar and pestle) used for grinding. Both 
mortars and combs (carved bone) can be found 
dating well before 10,000 BC. 

THE HOUSE OF KRIDA 

Hall of Ascendancy 

This room teaches the City’s cosmogony theory 
(origin of the cosmos). The puzzle represents the 
four prime elements: Earth, Wind (sky), Sun and 
Moon (animals). Their emblems turn up on the 
game pieces and on the “animated poles”near the 
entrance door. The sequence show how they align 
and point to the life of contemplation and under¬ 
standing. Each tile can be rotated and/or moved to a 
different location. Tiles automatically switch places. 
One must try to get the inner edges and central 
intersection points to align. Try visualizing the frame 
as three groups of four squares - the left four and 
the right four intersect with the middle four. Three 
different emblems must come into alignment in the 
center of these angle’s squares. Historical Note: the 
emblems are actually adapted loosely from several 
divinatory systems in order to use familiar designs 
while establishing coherent patterns. 


Leap of the Locust 

We have seen many, many variations of this 
game throughout history, and it is one of the 
several “true classics” JotO has to offer. The 
pegs can be moved one at a time into either an 
adjacent empty space, or the adjacent space of 
the next peg. The yellow pegs may only move 
clockwise, and the green ones only counter¬ 
clockwise. Always alternate. Moving two pegs 
of the same color next to each other will 
cause nuclear detonation and the start of 
World War Three (WWIII the Bigger One). 
Well, no, but it will render the puzzle unsolv- 
able. Don’t you feel better already? Historical 
note: although the concept of this game is as 
ancient as they come, this particular arrange¬ 
ment was first published by Edouard Lucas and 
has been done in many variations, such as pro¬ 
viding up to eight or twelve pegs on either 
side. Two pegs on each side works as well. 

THE HOUSE OF PAURAH 

The Path to Mahiman 

What puzzle game would be complete with¬ 
out a maze? There are lovers of mazes, and 
then there are folks like me who merely 
accept them as ubiquitous. For this particular 
labyrinth, the beginning and end are on the 
same side of what one eventually realizes is a 
cube. Without losing patience, one must 
prove that “you can get there from here.” 

Look ahead and try to find shapes you can 
remember and try never to lose sight of your 
orientation. Be the cube - not so easy when 
rotating in three-space in your mind. Or, 
wimp out like I did and screen print all sides 
to create a tangible cube. It was the only way I 
was able to solve it (she said, swallowing her 
pride...) Historical Note: Courtland was deter¬ 
mined to keep the classic “Greek Key”design, 
which has traditionally been associated with 
mazes from Crete’s Minotaur to 20th 
Century English gardens (not to mention 
that it’s great for eye strain and promotes lev¬ 
els of high stress). 
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Assembly of the Planners 

Most players include this puzzle in their lists of 
the “Top Three Headaches”of JotO. I have still 
not solved it. Certainly we have seen this type 
of activity before, but reminiscence does not 
make it any easier - although avid Tetris or 
Polyominoes players may have more of a visual 
advantage. Drag any piece onto the gameboard. 

If it fits, it will remain there, or if not, will return 
to the storage area. The design must be com¬ 
pleted by placing all of the pieces on the board 
with (gulp) no holes or empty spots except the 
dark surrounding squares and the one in the 
middle. We should be relieved that in actuality, 
the puzzle is only half as large as it seems. Since 
there are identical pieces in each color, solving 
one half in a monochrome fashion provides the 
balance of the solution by symmetry. Historical 
Note: the architecture of the room is influenced 
by the Puuc style of Mayan architecture (particu¬ 
larly Governor’s Palace at Uxmal). 

Horses of Asvah 

Arrange the nine panels so that horses of the 
same color match heads and tails. Half horses 
around the outside perimeter will obviously 
always be half-arriving or half-leaving. Tiles can 
be switched and rotated, although the Easy level 
provides no rotation capability. Start by rotating 
all pieces so that the heads face either up or to 
the right. This is a very good tip, and creates an 
excellent basis from which to proceed. Historical 
note: supposedly this was part of a wall in a royal 
castle. Over time, the wall was to be moved, but 
before the workmen could reassemble it, the 
one person who knew the solution died and the 
wall was reassembled in a convoluted fashion. 
The running horses are loosely adapted from 
those on the walls of Mesopotamian temples 
such as Nineveh and Kalhu. 


THE HOUSE OF SASTRAM 

The Turning of the Divasah 

The emblems we see here represent the days 
of the week according to the City’s science and 
notation. There are six days to each week, and 
it should be noted here that much of the overall 
game design acknowledges the fact that counting 
was often done in base 6. Thus, we see the 6 
well sectors and 6 Houses of the Poets. A wise 
mathematician once said that “base 6 is just like 
base 10 really... if you’re missing 4 fingers.”The 
six panels are to be arranged in a particular 
sequence. Each lever will manipulate the panels 
differently. Become familiar with how the order 
changes with each. The desired sequence is 


what is difficult to determine here, 
but there are two not entirely obvi¬ 
ous ways to clarify it. If your moni¬ 
tor is in just the right mode of con¬ 
trast, you will notice that the 
emblems are faintly showing on the 
right and left walls. Also, if you con¬ 
tinue to turn a single panel until it 
repeats, you will have seen the goal 
pattern. Historical Note: the emblems 
for the days of the week are adapted 
from several sources. Some are defi¬ 
nitely “neolithic,’’while others are 
slightly reminiscent of Egyptian 
glyphs. Each day is also associated 
with one of the Houses as well as highly social¬ 
ized responsibilities. The movement is from 
Green Day first (new and plants) to Utsavah last 
(achievement and celebration). 

The Memory Bhandam 

We should note that when normal people 
think “puzzle” (and yes, that is to insinuate that 
most gamers are happily not normal people), 
they often think of the usual jigsaw or other 
mixed-up picture types. The designer has cour¬ 
teously graced us with a puzzle like this - his 
own creativity and whimsy coming to 
the forefront and leaving the strict 
adherence to historical reproduction 
behind for the moment. And a won¬ 
derful contribution it is. An unfamiliar 
image is divided into 28 equal pieces 
and scrambled upside down. This puz¬ 
zle is child’s play in Easy mode 
(shown), but on the Hard level is no 
small task. Luckily, the image for the 
Hard level is actually found on the 
wall of another room, and essentially 
tells the story of who the player is. 

Set among emblems of the days and 
cosmic symbols, the initiates are small 
and approaching the larger members 
of the City. Between them are 
emblems of some of the oldest puzzle devices. 
At the end (on the left), one person has reached 
the Day of Utsavah and is receiving his shard, 
representing membership. I found it best to take 
a look at the other room’s image, fix certain 
dominant points in my mind’s eye, and then go 
back and find a key piece in the grid, building out 
from there. It is difficult to work strictly from 
left to right, but assembling larger pieces and 
then shifting them seems to work best. 

THE HOUSE OF KAUSALAM 

The Panditah of the Seventh Mountain 

This puzzle is another one near the top of 
most folks’difficulty lists. Arrange all of the 
bricks on the gameboard so that all rows and 
columns form numbers which are evenly divisi¬ 
ble by seven. Each brick represents one digit. 

As was noted from the outset, there is no out¬ 
standingly wonderful hint available here, but 
there is, I am told, a program available on 
CompuServe’s Gamer’s Forum (GO GAMERS) 
which neatly solves this problem (for the truly 
desperate and/or pathetic). Just keeping the 7X 
table in mind is helpful, dealing with two digits at 
a time. Nines and twos can be swapped in sever¬ 
al places, and there are at least three solutions. 


Historical Note: this little pyramid of sevens is 
actually from a tablet found at the site of the 
step pyramid at Saqqara, built by Imhotep for 
King Zoser (3rd Dynasty) in Egypt. 

Square of Ganj Dareh 

The Magic Square Puzzle is one of the most 
traditional mathematical puzzles of all time, so of 
course we see one here. Click on the squares to 
make them turn and reveal a number from one 
to nine. Use each number only once. When 
numbers are added up, each row, column and 
diagonal should add up to the same number. 
Work on the corners first. The value will be 
between 10 and 24. If worst comes to worst, 
back away from the puzzle and look at the tally 
stick on the floor. Hmmm, a clue! Historical Note: 
the first magic square is supposed to have been 
of the order-three variety we see here, found by 
Emperor Yu on the shell of a turtle from the 
River Lo. For that reason it has also been called 
the Lo Shu square. It is the only magic square 
which cannot be done in any other possible 
order or solution. Since there is only one, it has 
enjoyed a mystical significance so powerful that 
at one time it was drawn or made of rope with 
knots and given to the sick as a cure. 



THE HOUSE OF KAVI 

Parity of Jalam 

This is a traditional puzzle, often related to 
topics such as inheritance and division of 
estates. One often needed to come up with a 
technique for division, which took some imagina¬ 
tion and more often than not resulted in argu¬ 
ment over terms. Click on the lids or plungers 
of the containers to get them to exchange 
water. Note the scale on each container. Each 
wall should have an equal quantity of water. This 
is one of the randomized puzzles which changes 
each time you enter the room, so that you are 
able to play more than once. The best technique 
would be to count the total volume of the con¬ 
tainers and count the total volume of the water 
and a plan should arise from there. 

Hopefully you will now have gained some 
insight about the approaches necessary for puz¬ 
zle solving in JotO. In any event, I believe that 
you now probably have a greater appreciation of 
the game design relative to its success in captur¬ 
ing much of the beauty and purity of form of the 
ancient world. Now where was that download¬ 
able cheat for the 7’s puzzle? ^ 

<jjy> Cindy Yans 
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trigger-happy racers dHVG to the (j 03 -(;h. 
Hf-Octane™ puts you at the wheel of an armor-plated 
Hov-Car capable of 400+m^. Race through cities, deserts & mountain 
ranges at ferocious Speeds with accessories you could really use in rush 
hour - like a ^SSlIe launcher and chain 9 un ' Choose between six (6) super¬ 
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SIMULATION 


The Hangar 


omeone who really knows what he’s talk¬ 
ing about writes in - then Crunch goes 
slack-jawed over RAO's handy-dandy 
Flight Simulator Flight Shop 

You know I am generally enthusiastic about all 
things flying; well, all things flying on a computer, at 
least. Little bro does the real thing, though, with 
both fixed-wing and rotary-wing (helicopter to us 
dunderheads) licenses and part-ownership of a 
small airfield in Virginia (no, not Andrews Air 
Force Base) to boot. To make life difficult for my 
blood relative, I’ve done my best to try to get him 
hooked on computer simulations of same. After 
his recent Cessna Skymaster maintenance bill, he’s 
grown significantly more enthusiastic. He has 
made it through most of the US Navy Fighters 
campaign, in fact. Herewith a few comments from 
him on Marine Fighters, by way of sample of 
how The Other Half (you know, the ones with 
real lives and no time for computer games?) lives: 

El Bratwurst 

I offer below a few pithy comments on US Navy 
Fighters and Marine Fighters. Bear in mind that I 
have the attention span of a fourteen year old and 
that there may be capabilities I’ve not yet explored. 

As Kelley (my wife) will testify, I’ve spent hours and 
hours on US Navy Fighters.After having flown 9 
million of the 10 million missions in same, and finally 
getting shot down once and for all (by hitting the 
wrong key), I’ll be damned if I’m going to grind 
through the first 9 million missions again to find out 
what the last million are like [now this is the way 
they think in the real world]. / know that being 
able to jump back in isn’t realistic, but hey guys, this 
isn’t reality, so ease up a bit I wouldn’t be surprised if 
many US Navy Fighters gamers stop using the pro¬ 
gram at this point for similar reasons. 

As a super<ool helicopter, single, multi-engine and 
instrument rated pilot, I find that flying the sim is far 
more realistic when you remove the cockpit image 
[major surprise for Crunch to hear].When you’re 
flying in the real world (the one beyond the CRT, 
remember?) you glance briefly at the instruments for 
a cross<heck, but your regular focus actually lies well 
beyond the cockpit (except when IFR).I find the sim 
feels far more realistic without the cockpit and with 
just the few relevant popup screens you want to sup¬ 
plement the HUD (radar, nav, target view). 

The slew capability for looking around in US 
Navy Fighters/Marine Fighters is simply 
“mahvelous.”But what is “mahvelous” can be 
improved upon.You become lost in space slewing 
between your 2 o’clock and your 5 o’clock position; 
you have no reference as to where you are looking 
relevant to the aircraftThis becomes critical in trying 



Eh voila! A near-finished wire-frame model. 
Count the polygons for optimizing purposes 


to shoot from the Cl30 gunship out the side.Some 
form of continuous reference to perspective would be 
most useful, maybe just a carrot that rotates around 
the perimeter of the screen to show where you are 
looking, 12 o’clock at the top, 6 o’clock at the bot¬ 
tom, etc.? 

One method I have tried to use to overcome the 
slew problem is to use the “Other View.”I’ll set up the 
front HUD view in the “Other View”so that I won’t 
totally lose control of the aircraft while slewing 
around. Unfortunately, the HUD and other front 
details get lost in “Other View”so it only serves as a 
crude artificial horizon. 

As the missions become more complex, it would be 
nice when replaying a prior shootdown to have the 
option to jump back into the flying portion of the 
flight more expeditiously, rather than grinding through 
the whole flight plan, select aircraft, arm aircraft, etc. 
cycle. I can see the logic of trying different 
aircraft/arming combinations, but it would still be a 
nice option to be able to jump back into the aircraft 
without a loss of momentum. 

Maybe I’m just a boob, but with Marine 
Fighters it seems that I don’t stand a chance of sur¬ 
vival. Maybe it’s just the shock of that first mission.A 
test I haven’t tried yet is to let the whole mission play 
on automatic and see what strategy works. Even on 
the preprogrammed missions it might be nice to be 
able to adjust the expert level a bit if you’re getting 
clobbered. 

Last but not least, there appear to be a few glitch¬ 
es. In particular, when flying the Harrier in the “test” 
mission, while in US Navy Fighters, when transition¬ 
ing from the top of one building to another in a 
hover, the system seemed to lose track of where it 
was: approaching the top of the second building to 
land in a split micro-second I was flat on the ground 
500 feet below. 

Oh god, Apache just arrived,gotta run! 

Bro 

It’s always interesting to hear from people out 
there who haven’t had a lot of time to build up 
expectations for a PC-based flight sim. Many 
things we (meaning hard-core gamers, designers, 
publishers, etc.) take for granted either don’t 
matter, are overlooked, or not understood. 
Other things we don’t care about turn out to be 
rather significant. Air combat sims are probably 
one of the hardest kinds of designs to do “right,” 
if only because the market for them is so difficult 
to figure out. Would be great to hear from 
more of you out there about your favorite/least 
favorite aspects of the genre; all too often both 
players and designers get caught up in assump¬ 
tions which are, shall we say, a little provincial in 
focus - I’m as guilty as the next of you there. 

And then there’s BAO’s upcoming Flight 
Simulator Flight Shop, an awesome project 
for flight simulation if there ever was one. 

Imagine a system which will allow you to basical¬ 
ly take Flight Simulator 5. 1’s flight model and 
aircraft graphics design apart almost completely 
and put it back together again. Humpty Dumpty 
never had such a great time! Well, you don’t 
actually get to dissect FS, but you do get to be in 
on all the hard work that goes into representing 
an aircraft both graphically (in 3D wireframe 
modeling) and in the flight modeling. Unlike any¬ 
thing that’s ever come before, FSFS gives its 
users insight both into the art of 3D modeling 




Marine Fighters 


and the science of flight dynamics and flight 
model design in a simulation. 

The cost of that insight has got to be not only 
a steep learning curve (though the large manual is 
quite thorough) but also recognition that the 
design of a single aircraft could take literally 
months of hard, painstaking work. FSFS is defi¬ 
nitely not for the faint of heart - if you’re a veter¬ 
an model-builder, however, or want to learn a bit 
about computer-aided 3D design, this is an 
incredible value for the price, and gives you a full 
set of tools competitive with systems costing ten 
times as much. FS fanatics will see an ultimate 
dream significantly realized here - FSFS makes 
Flight Simulator 4.0’s Aircraft & Scenery 
Designer look like an inadvertent sneeze by 
comparison. I’ve heard rumours about people 
who’d be willing to pay literally hundreds of dol¬ 
lars just to see a copy of the early beta I’m look¬ 
ing at right now. Sorry, disks go right back to 
BAO when I’m finished prattling on here! 

To sum it up quickly, as you can see from the 
screenies FSFS is set up to take you through the 
design of parts, structures, flight models through 
to testing, painting of panels (via Windows’ 
Paintbrush, or another utility if you’d like to use 
something more extensive - the shareware 
Paintshop Pro is highly recommended, for 
instance), incredibly detailed elaboration of specs 
and flight model, full documentation in blueprint 
and text form of all of the above, to testing and 
then final building of the completed aircraft. 
Whew! I would estimate conservatively that it’ll 
take the average user about a month to learn the 
system, about 3-6 months to construct a com¬ 
plete, sophisticated aircraft based thoroughly on 
real-world specs with all 3D and graphics details 
laid in, and then another few weeks of testing and 
tweaking. But then, voila! - what a joy, to have 
something you’ve created yourself, with such 
sophisticated tools, to share with others. And 
imagine, given all the energy and creativity sur¬ 
rounding FS out there, what you’ll have in-store 
in various on-line libraries in a year or so. We 
could see virtually every plane out there put 
together over time. Time will reveal the strengths 
and limits of the system. 

But wait! there’s more. FSFS also includes a 
full, sophisticated FS Adventure system, which 
basically gives you a massive database of airports, 
runways and routes, allowing you to construct 
sophisticated routes with goals and plans to rival 
those in ATP and/or the Embry-Riddle guys’ 
Flights of Mike series of books. In fact, I hope 
someone out there will take those books and see 
what they can do with them and FSFS - could 
produce some spectacular results. 

Anyways, you can see I’m drooling over this 
thing, and it’s still in early beta. Save some spare 
time for the hobbyist/modeler in you and plan on 
some serious work ahead. Never has “under con¬ 
struction” sounded like such an appealing idea. 
Now all we need is FS Network, eh? 

Steve Wartofsky 
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THE ORIGINAL TIE FIGHTER” WON INDUSTRY AWARDS 
AND THE PRAISES OF GAMERS AND CRITICS ALIKE. 


• • 



4 


I 








/ 


1 






BUT THAT WASN'T 6000 ENOUGH FOR 

SOME PEOPLE.nowWAS it? 



PRESENTING TIE FI 6HTER ' C0LLECT0R'S CD-ROM 


With over 100 missions. Defender of the Empire™ campaign plus brand-new 
Enemies of the Empire™ campaign. High-resolution, combat graphics and 

EXCITING, NEW CUT-SCENES. FULL-VOICE MISSION BRIEFINGS, NEW SPACE VEHICLES 

It's the perfect game for even the most demanding space combat veteran. 


Already own TIE Fighter? Get a $15 rebate. Details at the LucasArts website: 

http://www.lucasarts.com 

TIE FigtiTer game © 1994.199S Lucasfilm Lid and Lucasflrfs Enlerlainmenl Company fill Rights Reserved Used Under Authorization X-Ming game © 1992 Lucasfilm Lid and LucasRrls Enlerlainmenl Company TIE Fighter and are trademarks of Lucasfilm Lid 
Star Wars is a registered trademark of Lucasfilm Ltd. The LucasRrls logo is a registered trademark of LucasRrls Entertainment Company. LucasRrls and iflUSE are trademarks of LucasRrls Entertainment Company iMUSE U S Patent No S.3I5.0S7 
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Don’t just k®® rockets, 


DANCE WITH rprrmi 

SING A SONG TO THEM, 














Microsoft • 


WHERE DO YOU WANT TO GO TODAY?" 


You play games like a natural born gamer. 
Enveloped in digital optical technology, 
you fire with the accuracy of an eagle 
packing high powered binoculars. 
Every minuscule move you make is 
transmitted quickly down the line of fire. 
Every handle rotation, a new twisted 
Sidewinder™3B Pro gamer viewpoint. 
You and the joystick are one. 
And this is one joystick that never begs for mercy, 
as its optical tracking system has no moving parts 

to grind or molest. 
Bullets curse when they miss, listen. 
It’s a phenomenon known only by those who choose 
a joystick that needs no re-calibration 
and tracks you at the speed of light. 
This is the jet black void of the gaming experience. 
This is the Sidewinder 3D Pro joystick, compatible 
with all MS-DOS®-based and Windows®95-based games, 
the elder of the Sidewinder joystick family. 
All the dexterity of a gaming demigod is yours to 
call upon, and with one finger you vent retribution 

on every shiny dark destructive heart. 



'95 ilicrosoit Corporation. All rights reserved. Microsoit t iiS-LOS and Windows are registered trademarks and Sidewinder and there Do You taut To So Today? are trademarks oi' Hicrosoit Corporation. 
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Air Combat Advisor: Intermediate Marksmanship 


I n the most basic terms, fighter aircraft are 
flying gun platforms. Learning to make gun 
kills is really learning to fly. As you know, as 
an air combat pilot, among other things, your 
job consists of flying your aircraft to a favorable 
position so you can fire your weapons at your 
target. Of course, there are favorable positions 
and then there are more favorable positions. 
Knowing just what is a favorable position 
depends on three things; what you’re shooting 
(weapon), what you’re shooting from (aircraft), 
and who you’re shooting at (target). Good 
marksmanship is sometimes described as 
“shooting well.” As you’re about to see, the 
above three criteria are the backbone of good 
marksmanship. 

Guns, guns, guns! 

The gun and the cannon have been primary air 
combat weapons since the beginning of air war¬ 
fare, and they remain so to this day. There was 
of course the exception during the Vietnam era, 
when someone decided that the F4 Phantom 
did not need a gun. It was reasoned that since 
the enemy would be killed at long range with 
the Phantom’s missiles, a gun wouldn’t be neces¬ 
sary. Looking back, we now all know what a 
mistake that was. While missile deployment falls 
technically under the category of marksmanship 
(after all, it’s just a big, self propelled - and 
sometimes smart - gun round), it really 
deserves a separate discussion. We’ll stick with 
guns and cannons for now and leave missiles for 
another time. 

In the days before lead computing gunsights 
became available (around the middle of WWII), 
pilots relied on their skill and experience to fig¬ 
ure out mentally how much lead was necessary 
to get hits on their targets. Most prop-based air 
combat sims model their aircraft with non-lead 
computing gunsights, so you are left with the 
same task. While this isn’t too difficult to learn, 
let’s discuss some information which will help 
you increase your hit ratio (bullets that hit com¬ 
pared to bullets fired). 

Convergence divergence 

On a fighter, guns are generally mounted in 
one or two of three possible positions. These 
positions are on the nose, on the fuselage, 
and/or on the wings. A nose-mounted gun 
poses the least amount of computational prob¬ 
lems, wing-mounted guns the most. This is 
because a nose- mounted gun generally fires 
straight in front of your aircraft, whereas wing- 
mounted guns are usually set so their line of fire 
converges somewhere out in front of the air¬ 
craft. Naturally, where this convergence point is 
located is very important, since your greatest 
fire/killing power is where these two or more 
bullet streams meet. But more importantly, this 
gives you a way to know exactly where your 
bullets end up when you pull the trigger. I’ve 
seen convergence figures range from as little as 
75 feet to greater than 400 feet. Unfortunately, 
these ranges vary from aircraft to aircraft and 
even from sim to sim with the same aircraft. 

Here is the way to figure out the convergence 
patterns for your sim and aircraft. While on the 



Wing mounted guns are usually set so their line of fire converges somewhere out in front of the air¬ 
craft. The problem is the distance usually varies from sim to sim and aircraft to aircraft 



You .just shot a -fK-iindly aircraft! 


The way to judge whether a target is at your optimum killing distance is to use your gun sight. 
Notice that the wings of the target are about the size of the gun sight. Now you know why gun 
sights are made to a specific size 


ground or flying level, switch to an overhead, 
external view. Fire your guns and see where 
your bullets converge. You may have to zoom 
out the view to see this point. Next, based on 
the wing span of your fighter, you can roughly 
estimate how far ahead of you the convergence 
takes place. Most WWII fighters have wing 
spans of about 35-40 feet. That means if your 
bullets converge about three span-lengths in 
front of your airplane, you can figure the dis¬ 
tance to be about 105-120 feet. 

Size up your target 

Knowing exactly where in space your six .50 
caliber machine gun bullet streams meet is good, 


but be aware that wing-mounted guns cause 
another problem. You now have to worry about 
your distance from target as well as angle-off 
lead. The way to judge distance is to use your 
gun sight. Again, while on the ground or from 
level flight, line up a known airplane in your 
sights. Switch to the external, overhead view to 
make sure it’s in your kill zone. Switch back to 
cockpit mode and note how much gun sight is 
taken up by an aircraft at the optimum guns 
killing range. Once again, I’ve seen this vary from 
sim to sim, so you’ll have to do some of your 
own exploration. 

I suppose a good question would be, if wing 
mounted guns posed so many problems, why 
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The only sure fire way to disable an airplane is 
to shoot its engine out 


Lead computing gun sights removes the guess 
work out.This aiming reticle is right on. Point 
and kill 


Depending on the sim, shooting at the cockpit 
will usually only make the airplane smoke. 
Fatally shooting the pilot is “hit or miss.” 


were they so widely used? I think the design 
choice was mainly made due to the big props 
found in this era. While the technology for tim¬ 
ing the guns to fire in between the prop blades 
existed, timing for four or six guns was a bigger 
problem. Other reasons included the desire to 
carry lots of ammo. Stuffing six guns with a large 
load of ammo and a big engine in the nose of a 
fighter just doesn’t seem practical. Attempts 
were made to get around these problems with 
the P-39 Airacobra. It had a gun that fired 
directly through the prop shaft. What facilitated 
this design is the fact that the engine was 
mounted behind the pilot! Nevertheless, the 
whole design was only marginally successful; 
thus wing-mounted guns flourished. 

Aim for the right place 

As you’ve no doubt encountered, firing at the 
right distance and lead angle isn’t always enough. 
You still have to aim for the right areas on your 
target to get good, fast kills. For instance, you 
can empty all of your guns into the tail of most 
aircraft and only get some smoke out of it. It’ll 
continue to fly and generally usually make a nui¬ 
sance of itself. This is because sim flight models 
have hit areas modeled as well. Certain areas of 
an aircraft correspond to greater hit values. To 
find out where they are, you have to shoot 
some planes up. I know some of you will proba¬ 
bly gasp at this, but what I usually do is shoot 
down airplanes in my own flight in a training 
(non-campaign or career) mission. The best way 
to do this is shoot from a gunner position in a 
dive or torpedo bomber. You’ll usually notice 
that hits anywhere other than the engine will 
not result in much damage. This includes shots 
directly at the pilot. This means always aim for 
the engine, since every sim correctly models this 
as a critical area. 

Lead computing sights 

Most modern era combat sims model lead¬ 
computing gun sights. There are generally two 
types modeled. While both use a CCIP 
(Continuously Computed Impact Point) type dis¬ 
play in the HUD (Heads Up Display), how you 
use them differs. The easiest to understand and 
use is the aiming reticle. This type is found in 
most sims. Just put the “death dot” on your tar¬ 
get and pull the trigger. Simple. The other type 


is an aiming funnel, like the one found in Falcon 
3.0. This display computes the bullet path while 
supplying range information. The wide end of 
the funnel is closer to you, and the narrow end 
further away. The trick to using the funnel is to 
line up your target, pull the trigger and sweep 
the funnel over it by pulling the nose of your air¬ 
craft over the target. 

Staying alive 

Shooting like an Ace is all fine and dandy, but I 
think a few words about how not to get shot to 
pieces when doing so is in order. We touched 
on this a bit last month. There are basically four 
possible relative positions two fighters can have 
with each other. In descending order of danger, 
there is T2H (your tail toward their head), 

H2H, T2T, and H2T. Obviously, it is easier and 
safer to shoot at a bandit when he can’t get any 
shots off at you, as in a H2T situation. Since 
they’ll usually want to shoot you out of the sky 
also, that scenario will be rare. It is more likely 
that you’ll be faced with making T2T or H2H 
shots. Generally, the odds are that you’ll live 


longer if you try and avoid the H2H shoot-outs. 
This means you’ll be making mostly T2T high 
angle-of-deflection shots. Master them and you 
will be feared and respected. 

Hit ratio 

The most sure fire way to increase your hit 
ratio is to follow the advice of Manfred von 
Richthofen - a.k.a. The Red Baron. His philoso¬ 
phy was to only attack when you have the clear 
advantage, and only fire when you’re sure you’ll 
get a hit. While this may seem cowardly, you 
can’t argue with his kill record (80 kills). In prac¬ 
tice, this is a very boring way to fly air combat 
sims. There’s nothing like getting in the middle 
of a scrap that you think you may not be able to 
survive and coming out victorious. That’s the 
kind of stuff we live for, right?! So go to it! 

Until next time, a bandit on your tail is better 
than no bandit at all. 

Ben Chiu 



Falcon 3.0 uses a non-standard aiming funnel. It gives range info in addition to the bullet path. Don't 
make things too complicated. Just sweep the funnel over the target. Scratch one MiG-19! 
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Marine Fighters 


I n the ongoing effort to expand upon and 
improve the technology first presented in US 
Navy Fighters, Electronic Arts have offered a 
combination add-on disk and upgrade in Marine 
Fighters, which features new aircraft to fly, a 
new campaign theatre, and (finally!) improved 
support of a wider range of peripherals (most 
notably, the CH Flightstick Pro). Marine 
Fighters not only offers a whole new campaign, 
but also provides significant improvements to the 
overall design. 

Most immediately noticeable is the new ter¬ 
rain graphics for the Kurile Islands theatre (the 
main focus of the air combat offered in MF). 
Detail has increased significantly overall, so that 
the weird combination of heavily-textured-and- 
shaded aircraft flying in an almost abstract polyg¬ 
onal space has reached a more appropriate bal¬ 
ance. The main detail is still reserved for the pri¬ 
mary objects - land, sea and air - included in 
each mission, but it’s complemented by better- 
textured terrain as well. Frame rates have not 
changed noticeably for any of the available 
modes (320x200 to 1024x768), a good thing, 
considering the increase in information being put 
across. Perhaps least immediately significant but 
one of the best improvements for playability is 
an option for larger pop-up windows - like the 
Large Toolbar Buttons option in many Microsoft 
products, it makes control of the windows much 
easier when in 640x480 or above resolutions. 

The new craft included in the design - the 
VSTOL craft (American and British Harriers and 
Russian Yak-141) and the AC-I30A (essentially a 
heavy transport plane with machine guns) - defi¬ 
nitely offer both new flight and air combat tacti¬ 
cal opportunities. Both short take-off and landing 
must be practiced for the VSTOL ‘craft, to han¬ 
dle whole missions effectively off the smaller car¬ 
riers included for the Kurile Islands campaign. 
The two Harriers can actually be made to hover, 
and include thrust vector control as well as a 
flight model to do justice to this peculiarity of 
performance (by the way, check out the Harrier 
action scenes at the end of the movie True Lies if 
you’re curious about what VSTOL aircraft actu¬ 
ally are). Fuel and weapons load limits impact 
hover and slow-flight performance appropriately 
for these aircraft, thus necessitating the standard 
practice of dumping ammunitions and/or fuel just 
prior to a short landing. The HSI changes for 
these aircraft as well, when flying in NAV mode, 







Surfin’ USA 


to provide useful indicators for both horizontal 
motion and vertical climb/sink, critical to han¬ 
dling slow and near-hover flight conditions during 
short take off and landing. 

New weapons particular to the Harriers 
(and Yak-141) include LAU-IOs and LAU-6ls, 
both rapid-firing high-explosive rockets, which 
function somewhere in between missiles and 
cannons. Harriers are especially good at using 
rocket salvos against ground targets (almost like 
helicopter gunships). The combination of vec- 
tored-thrust flight with rocket munitions offers 
completely fresh technical fight and flight issues 
to resolve. 

The AC-130A is another story, a throwback 
in some ways to the sixties. It’s basically a giant, 
slow prop plane with a mass of cannons on one 
side. Its main function is to handle low-level 
interdiction while circling slowly around a con¬ 
fined area. Try taking it up against some heli¬ 
copters for a laugh, or set it up as part of a sep¬ 
arate flight during a customized mission to han¬ 
dle some air-to-ground while you’re focused on 
air-to-air. 

The cockpit graphics for the new planes are 
different enough to help dispense with some of 
the limitations of the USNF cockpit design. 
Cockpits in this simulation engine are abstract at 
best, but the bit-maps for the new planes are at 
least worked up in detail and with care. It’s just a 
different design philosophy - though less realistic, 
in some ways the USNF/MF pop-up windows 
approach is more useful during play than a more 
realistic cockpit design might be. The aircraft 
graphics are, of course, beautiful to a fault - no- 


one else does 3D aircraft modeling as well as 
Iverson, Grace & Co. 

The Kurile Island scenario is itself a valuable 
inclusion - new terrain to fly over, and a new set 
of circumstances to deal with. Players who’ve 
already struggled all the way through the original 
USNF campaign may breathe a heavy sigh at the 
thought of fighting through yet another, but take 
heart - the goals and techniques for success, 
given the new planes and new terrain, are quite 
different. Of course, if you wish to use more tra¬ 
ditional aircraft in the Kurile Islands (or, con¬ 
comitantly, VSTOL aircraft in the Ukraine), you 
can do so using the custom mission builder, 
which will work with either Kurile or Ukraine 
terrain equally well. You can also select different 
aircraft when setting up single missions, giving 
the USNF/MF combination almost infinite 
extensibility for play. 

Marine Fighters adds to an already solid 
system, and gives an already deep simulation 
plenty more to work with. The addition of full 
support for the Flightstick Pro, the improved 
graphics, the new flight models, the new terrain, 
and a sound and wingie-command system second 
to none in the industry keeps this engine flying at 
a time when the competition’s really starting to 
heat up. More, more! Next stop. Super 
Fighters (working title)! 

Steve Wartofsky 


Designed & Published by: Electronic Arts 
Platform: DOS 



Vector take-off practice in a Harrier works best 
with no extra payload 


Let’s see if we can get this Hind with a 
Maverick! 


Harrier ready for take-off. Nozzles at -90 
degrees, let’s hover! 
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Quit complaining about how the government 


i 


handles world crises, and do something about it. Buckle yourself 


And with the Virtual Battlefield Environment plug-in 
architecture — the first of its kind — you'll be able to take con- 



into A-10 Attack! — a real-life, real-time flight simulator for the 


Apple Macintosh. It'll put you in control. 


There's over 40,000 square miles of realistic rolling terrain, a 


fully-instrumented cockpit where you can pull 


handles, flick switches and push buttons, and a tactical mission 


planning map that puts you right in the middle of all the action. 



trol of aircraft, tanks, warships or other fine tools of mass destruction. 


If you're the kind of person who likes to skim the tree tops, surprise 


a company of tanks and then blow'em to smithereens, this game is for 


you. Pick up A-10 Attack!, from the developer of Hellcats over the 


Pacific, through retail and mail order. That way, next time 


there's a problem, you can take care of it yourself. 



ParSoft International 

101 W. Renner Road, Ste. 430 • Richardson, TX 75082 • 214/479-0937 
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HINTS & TIPS 


t MechWarrior 2 


Part I - Basic Training 

T he rotors on the hoverlorry spun up to a high- 
pitched screech as it lifted from the tarmac 
and roared off back towards the spaceport 
The wind howled and the group of similarly-featured 
teenagers, dumped unceremoniously in this deserted 
place, shivered in their cold-weather gear, looking 
about at their bleak surroundings. Standing before 
them, as motionless as an icon, was a Jade Falcon war¬ 
rior. Dressed in a lightweight jumpsuit and heavy 
boots, he wore an even lighter jacket, his only conces¬ 
sion to the harsh, frigid conditions; even so, he had the 
sleeves rolled up above his elbows.The windbreaker 
bore a multitude of patches, commemorating the units 
its wearer had served with, and the places he had 
been. Scars on his face and exposed arms gave testa¬ 
ment to the battles he had fought in. He stood and 
regarded the cadet Sibko silently, like a predator 
watching a flock of prey. 

Eventually, one of the cadets gathered the nerve to 
approach the warrior. Snapping to attention, the cadet 
shouted,“Cadet Sibko Buhallin-438 reporting for 
training, sir!” 

The warriors arm became a blur and then the 
cadet was on the ground, unconscious, with a large, 
purple bruise starting to form over his left temple.The 
warrior stepped coolly over the prone form before him 
and addressed the remaining cadets “My name is 
Falconer Greet. It is my task to either make you eyass- 
es into warriors or to break you and release you to a 
lesser casteAs I can see that you are not worthy of 
the warrior caste, I think I shall break you. 

“Your first lesson is that you will never respond to 
me or address me in any way. If I give you an instruc¬ 
tion requiring a response, you will speak as if to the 
wind. For that is what I am, the cruel wind of this 
place, which will either teach you what you are to 
learn or destroy you. Probably both, from the looks of 
your pathetic selves.When your sibkin awakes, you will 
pass this lesson on to him. 

“Welcome to Ironhold, freebirths. Now, pick up your 
friend and follow me” 

Cockpit Controls Training Class 

At ease, cadets. As we have a great deal of 
material to cover today, I suggest you pay atten¬ 
tion and I’ll dispense with the usual beatings and 
get right into the lesson plan. 

Before you, you will find your Universal Cockpit 
Simulator. Within the confines of this device, we 
can simulate any BattleMech currently available to 
our Clan, as well as virtually any combat situation. 
While these are mere toys to a real Warrior, 



Drawing a bead on that tender back armor... 



A well-protected factory is a happy factory 


these will allow you eyasses to familiarize yourself 
with the controls of a BattleMech before you are 
actually provided with one. Climb into your simu¬ 
lator and adjust the controls so you can access 
them easily. 

The controls of a Clan BattleMech are almost 
completely re-configurable. This is yet another 
example of the Wisdom of the Clans, quiaff? This 
allows a unit to perform virtually any role by sim¬ 
ply reconfiguring the cockpit to suit its mission. 
For example, if your mission is to inspect buildings 
in enemy-held territory, you can place the sensor 
toggle in a more convenient place, while it would 
normally be ignored for a more useful feature 
such as enhanced imaging on a straight combat 
drop. This can give you a vital edge; so I encour¬ 
age you to remember to always review your 
cockpit controls prior to dropping. The less time 
you spend fumbling about the cockpit for some 
vital control, the more effectively you will perform 
your duties. Your system can save up to four con¬ 
figurations. 

As a basic configuration, I prefer to slave my 
torso to the rotation of a trackball unit. I key the 


throttle to the up and down keys on the keyboard 
unit, with directional control determined by the 
horizontal arrow keys. I then configure the vari¬ 
ous targeting and viewscreen features to these 
very same keys, but coupled with the <Control>, 
<Shift> and <Alt> keys. This allows one hand to 
perform virtually all the tasks necessary during 
combat, while the other hand handles the target¬ 
ing and firing of weapons. 

Remember, the default configuration of your 
cockpit was determined by members of the tech¬ 
nician caste, who have certainly never been in 
combat. You would be wise not to trust their 
judgment. 

Now, select and fire a weapon. Notice the heat 
bar at the bottom of your Heads Up Display 
(HUD). BattleMechs generate heat when they fire 
their weapons and to some extent while moving. 
This heat is dissipated to the surrounding environ¬ 
ment by heat sinks, whose efficiency may be 
increased or decreased by environmental condi¬ 
tions. When firing heat-producing weapons 
repeatedly, the temperature of your BattleMech 
will rise, and systems will begin to shut them- 



Don’t let that Wolf get away with his villany! More evidence of Clan Wolf's depredation 
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"Flight Unlimited 
sets a new 
standard in flight 
simulation ♦ 

-PC Gamer 


"It's a quantum 
leap beyond the 
flignt simulators 
on the market 
today." 

-Private Pilot 


“A must have 
for real and virtual 
pilots alike. 

-Computer Gaming World 
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“The sensation 
of flight 
is incredible.” 

-Strategy Plus 


Take the controls. Choose 
from among multiple cockpit 
views including a specially 
designed VR mode. Follow 
your flight in real-time using 
"wingman” and other 
customizable external 
camera views. 



Experience an incredibly 
lifelike flight environment 
rich with precisely digitized 
engine and wind sounds, 
atmospheric effects including 
active thermals, and even 
spectacular crashes. 



Learn to fly with 34 
interactive flight lessons 
including groundschool 
and a flight instructor in 
the cockpit with you. 




"The new 
top gun 

of flight 

simulators 

-Popular Mechanics 


“It’s the closest 
thing to real flight 
without the G’s.” 


-Mike Goulian 
U.S. Aerobatics Team 









Fly five of the world's great 
high-performance aircraft; 
Bellanca Decathlon, 

Extra 3005, Crob C-103, 
Pitts S-2B, Sukhoi SU-31. 


For IBM-PC and PC^ 

CompQtit 


Compete in 50 aerial 
obstacle courses that test 
your pilot skills and give 
you the "rush" that comes 
only from competition. 


Soar over real landscapes, 
vividly rendered in real-time 
by our imagescaping™ 
technology. 
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Available in major retail outlets or order direct (800) 360-7455 


A Looking Glass 
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Production 


Distributed by Virgin 
Interactive 
Entertainment. Inc. 



©1995 Looking Glass Technologies. Inc.. Cambridge MA. Flight Unlimited. Looking Glass and the distinctive logos are trademarks of Looking Glass Technologies. Inc. All rights reserved. 
486 DX-66 or higher recommended. MS DOS 5.0 or higher, 8 MB RAM and CD ROM required. Multiple SVGA modes and customizable display options for optimal performance. 

Full support for a variety of peripherals including control yokes, joysticks, rudder pedals and VR headsets. 
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Using fire to draw the enemy away from the 
factory 


selves down in order to avoid damaging their com¬ 
ponents. You must therefore be aware of your 
BattleMech’s heat level at all times. Should you 
allow your BattleMech’s temperature to rise to a 
point where the engine shuts down, you will be 
easy prey and bring great dishonor upon the Clan. 
A chart detailing how much heat each weapon 
generates can be found in your manual, — but I 
am sure you have already memorized it, qu/aff? 

One important tool in managing your heat is 
proper weapons allocation. There are several 
philosophies on this subject. Some Warriors pre¬ 
fer to slave all the weapons of a particular range 
to one trigger, thereby conserving short-range 
ammo when engaging long-range targets. Others 
prefer to place weapons so they can maintain a 
steady rate of fire for long periods of time, recy¬ 
cling one tic while firing the other. Others simply 
like to move high-heat producing weapons to an 
unused tic so they won’t be fired except in dire 
emergencies. Each of these philosophies are valid, 
and will be more useful to you when you consider 
them in the context of the mission you are to per¬ 
form. For your first few missions, I would expect 
you to engage your targets at closer ranges due to 
your inferior targeting skills, so you would be wise 
to consider a heat-management approach. Hold 
your fire and move in an evasive manner until you 
close the range, then destroy your opponent while 
his BattleMech is hot and his weapons are cycling. 


BattleMech Pilot Training 

Now that you have been fully educated in the 
proper configuration of your BattleMech’s con¬ 
trols, you are ready to take your place in the real 
thing. No, you freebirth, we are not going to give 
you a Dire Wolf yet, you will pilot a Firemoth and 
be happy with it! 

Your first few training missions will be rather 
simple; just follow your instructor’s orders to the 
letter and you will be fine. I warn you, do not 
anger your instructor. He has a very short temper. 
Rather than bore you with the details of this train¬ 
ing, I will leave it to you to discover these courses 
in due time. I strongly recommend that you com¬ 
plete the training before attempting any missions. 

After completing your cadet training, you will be 
assigned missions; in order to prepare you for this 
eventuality, we will now take a walk-through of a 
sample mission. Activate your simulators and 
select the mission entitled Arkham Bridge. This is 
a very simple mission, but it will enable us to 
explore several aspects of solo combat. 



After you are dropped on the planet’s surface, 
you should perform a systems check and go 
through the following checklist: 

•Get your bearings and assess your current situ¬ 
ation. This involves not only targeting your first 
nav point, but also checking your radar and 
satellite screens for enemy activity. Not all drops 
are made in safe territory. If the enemy is near¬ 
by, you will have to decide whether or not to 
engage. Remember, your duty is to your Clan, 
not your personal glory. 

•Configure your weapons. You should have 
decided how you would configure them prior to 
dropping. You might also select light amplifica¬ 
tion or enhanced imaging at this point, should 
you need it. 

•Move on to your first objective. If you have 
starmates, you should also re-assess your for¬ 
mation at this time. 

Having completed the above checklist, you will 
see that your first nav point appears to be inside a 
mountain range. If you switch to satellite view, you 
will observe that there is a pass through the 
mountains. You will navigate this with all haste and 
eventually come upon a farming village, where 
members of our laborer caste are being destroyed 
systematically by members of Clan Wolf. You 
could take this opportunity to mete out cruel ret¬ 
ribution to these surats, but in doing so you will 
lose your primary objective, which is to defend 
the factory complex. Select the next nav point and 
begin moving towards it at full speed. 

As you make your move towards the factory, the 
Wolves will break off their attack on the village to 
strike at you. This reveals an important tactic. 
Often you can lure your enemy away from a target 
by presenting yourself as a more attractive target. 
You may wish to trade a few shots with the 
Wolves at this point, but do not allow them to 
slow you down. You must get to the factory; you 


shall see why as you draw near. 

When the factory comes into view, widen your 
radar scan and you should see more Wolf 
BattleMechs attacking it. You must attack these 
‘mechs at your earliest opportunity. Observe 
how they will attempt to continue their mission 
even though they are taking your fire. The other 
units will attempt to draw you away so that their 
starmates can complete the destruction of the 
factory. This is where the superior discipline and 
genetic heritage of a Jade Falcon warrior will 
show its mettle. To defend the complex suc¬ 
cessfully, you will need to keep the enemy 
BattleMechs disoriented and concentrating on 
you. Fight like the namesake of our Clan, shifting 
targets and striking mercilessly until they begin 
to fall apart. 

Very well. I see that Falconer Greel is ready to 
march you the twenty-five kilometers back to 
your barracks, so this concludes this afternoon’s 
instruction. In our next session we will discuss 
teamwork, and begin examining the various 
BattleMechs and their individual capabilities. 

Class dismissed. 

Nick Svolos 



It’s Miller Time 
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It’s the later part of the I930’s and the small European monarch of 
Karanthia stands on the brink of civil war. Gigantic airships, launching and re¬ 
covering their own warplanes, dominate the skies. There is no safe haven from their 
assault on your weakened and ravaged homeland. In the midst of this anarchy, you 
attempt to claim the throne by extracting a pledge of alliance from the uncooperative 
leaders of each community in Karanthia. Negotiation or annihilation is your battle cry. 

Air Power: Battle in the Skies incorporates the best 
elements of flight sims, air combat, military strategy 
and role-playing in this violent fictional world. And, you’ll 
find stunning 3D graphics and digitized sound effects 
enhance the high-resolution, fast-frame gameplay. So load 
up your airborne armada and set your sights on claiming 
the throne. 


To Order Air Power: Battle in the Skies, call 1-800-778-2299, or visit your local retailer 


RATTLE IN THE SKIES 


© 1995 Mindscape, Inc. Air Power: Battle in the Skies is a trademark of Mindscape, 
Inc. Mindscape is a registered trademark and its logo is a trademark of Mindscape, 
Inc. All other products are properties of their respective holders. All rights reserved. 
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Avoiding the ground 
and other obstacles 
in l-Magic’s Apache 

T o the delight of combat chopper sim 
fans everywhere, Digital Integration has 
released the sim with the most realis¬ 
tic helicopter flight model yet: Apache:The 
Combat Helicopter Simulation. While 
there is an arcade flight model option, just 
about everyone should fly the realistic 
model. The realistic flight model is “harder” 
to fly because it mimics a helicopter and all 
the quirks real helicopter pilots and students 
have to deal with. If they can deal with it, 
there really isn’t any reason why you can’t 
also, if you’re willing to devote some effort 
to doing so. Just take it like they do - a lit¬ 
tle at a time. The advantage of spending the 
time to learn to fly the realistic model is that 
it’ll allow you the freedom to fly some of the 
more, shall we say, “non-standard” sim 
maneuvers such as rolls, loops, and torque 
turns. The advantage of being able to per¬ 
form these maneuvers (besides being really 
cool) won’t be obvious until we start talking 
about the combat sections of Apache. For 
now, let’s first concentrate on getting up in 
the air and reducing the likelihood of the 
ground being your worst threat. But first, I 
think (what seems like) the usual word about 
the “look and feel dilemma” is in order. 

Hog and bog...again 

It seems that with every new recent sim 
released, a persistent concern appears. Do I 
run it with all the detail turned up so the 
flight section feels bad, or do I turn off some 
or all of the detail so the flight seems 
smooth? Well, if you’re into combat more 
than sightseeing, go with the smooth frame 
rate. Fortunately, Apache’s CPU hunger is 
by no means the worst out there. In fact, for 
a modern sim, Apache is quite good in that 
respect. However, for those of you with 
slower 486s, you may be happy to hear that 
Apache’s CPU appetite isn’t totally graphics 
based. So, you have a solution (or at least a 
choice) of what you want to cut down on. 



There’s nothing quite like buzzing the tower in a 
helicopter...while inverted! 



m63<mfi>:-422S 
No Lock 


BUTO HOUEB ON 




Auto hover is available by pressing “0” when flying at less than I0KIA. If you are using an analogue 
joystick for collective, it will over ride auto hover if your setting is too far off 


Some of the “bog” on a slower machine can 
be attributed to sound generation. If you run 
the sound selections on the lower settings, 
you’ll be able to increase the visual detail 
and still maintain frame rate (your mileage 
may vary). As with all PC-oriented designs, 
DMA transfer can prove a major hit on over¬ 
all system performance; keep that in mind as 
you tweak. Fortunately, with a 75Mhz 
Pentium or faster, the issues virtually disap¬ 
pear. 

Effective collective 

The collective is a combination engine 
throttle and rotor pitch control. As you 
increase the collective, you increase down¬ 
ward thrust from the main rotor blades. 
Simple, right? Well, the realistic flight 
model complicates things a bit. In realistic 
mode, it is possible to over-torque the 
engine. While you can overtorque the 
engine up to 130%, you can’t do so for 
more than a couple of seconds. 

HUDs up 

As is the case with real Apache pilots, 
your virtual helmet comes equipped with an 
Integrated Helmet And Display Sight System 
(IHADSS). It’s just a fancy name for a hel¬ 
met-mounted HUD (Heads Up Display). On 
the left side of the HUD, slightly above cen¬ 
ter, is the torque indicator. Note where it 
is, because you’ll be looking at it quite 
often. In addition to the torque indicator, 
the communications data panel (the upper 
right hand corner of the instrument panel) 
will give you another visual message when 



Doing loops for fun over the barracks goes over 
real well with the CO 


you’ve gone into an overtorque condition. If 
you’re too busy looking at other things, 
Apache provides an audio over-torque 
beep warning. Anytime you go over 99% 
torque, the beeps will start and the visual 
message on the data communications panel 
will appear. Until you become more profi¬ 
cient at flying helicopters, if you keep the 
torque setting (via the collective) at or 
below 99%, you can usually leave it there 
and not have to worry about it as long as 
you’re not doing anything very demanding. 

Hardware heaven 
(for TQS owners only) 

I highly recommend a separate throttle 
joystick such as the Thrustmaster TQS 
(Throttle Quadrant System) as opposed 
to using the keyboard for collective control. 
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The Apache Integrated Helmet And Display Sight System (IHADSS) provides important flight informa¬ 
tion no matter which cockpit view you use 



Torque turns are good for a few laughs also. 
Yeeehaaa! 


Set your TQS for analog running, as it 
makes the collective more responsive and 
accurate. The way to do this is to tell the 
TQS install program to install the stick as 
analog, then change the “USE WCS"line in 
the included .B50 file (on the CD-ROM) to 
“USE TQS.” Next go to the Preference 
screen in Apache, select joystick for throt¬ 
tle and calibrate. In order to use all of the 
buttons on the TQS as the functions listed 
in that same .B50 file, you’ll also need to 
rename the button identifiers listed from Tl 
to T3, T2 to T5, T3 to T4, T4 to T9, T5 to 
TIO, and T6 to T2 or leave it as T6 to assign 
to the range knob switch. 

How high am I 

The next indicator you need to watch is 
the altimeter. Apache provides two. One is 


barometric, and gives your true altitude 
above sea level (found on the upper right- 
hand corner of the HUD), and the other is 
radar based (right, center of the HUD). This 
radar altimeter is more important to you, as 
it tells you your exact height above the 
ground. It does you no good to know your 
altitude is 3,000’MSL when your height 
above the ground is 0. When flying up a hill, 
the radar altimeter will indicate a downward 
trend. When you see this, you’ll know that 
you’ll need to fly higher as you get closer to 
the mountain. Watching these two altimeters 
on top of all of the other instruments you 
need to pay attention to can be overwhelm¬ 
ing. Although the real Apache helicopter 
doesn’t have one, the Apache’s ground 
proximity alarm will help alert you. 

Flying Apache 

A helicopter can fly just about in any direc¬ 
tion. For the sake of simplicity for our start¬ 
ing discussions, let’s just say there are basi¬ 
cally two modes. Hover and forward flight 
(backwards flight is the same as forward, only 
reversed). Hovering is the harder of the two, 
although Apache has an auto-hover key for 
you keyboard collective types (more later). 
We’ll cover each, but will start with the easi¬ 
er of the two. 

Surf’s up, dude 

Pushing forward on the cyclic moves the 
main rotors’thrust backwards. This pushes 
you forward. However, with the realistic 
flight model, if you push forward too fast, 
you’ll also lose altitude. I suppose living next 


to the ocean in California has something to 
do with it, but the closest thing I can com¬ 
pare the effects of forward and reverse flight 
in Apache to is surfing. The only difference 
is that in one case you ride on air, and in the 
other you ride on water. Imagine you’re surf¬ 
ing on a mondo wave in your Apache and 
you’ll see what I mean. If you move the cyclic 
stick too far forward, you’ll move forward at 
a quicker rate than the wave. Your forward 
velocity will increase, but you’ll move down 
on the wave and lose altitude. If you pull the 
cyclic backwards, you’ll move rearward and 
also fall off the wave and lose altitude. 
Although surfers would love to have the 
capability to do so, they can’t compete with 
a helicopter. In a helicopter you can compen¬ 
sate by adding more collective while retaining 
the same altitude, as long as you don’t try to 
go too fast too soon. 

Hover 

Hovering can be a little tricky, since in 
actuality, you’re basically trying to balance on 
a column of air. Other than what is listed 
below, there aren’t really any other hints to 
help you with this other than don’t fixate on 
any one control or indicator. However, if 
you’re using the keyboard for collective con¬ 
trol, if you have problems finding the correct 
collective setting for hover, press “N”when 
flying less than I0KIA; your collective will 
thus be set for hover automatically. 

VSI 

One of the most important indicators for 
achieving hover or level flight is the VSI 
(Vertical Speed Indicator). It’s just a little 
arrow on the left side of the altitude scale. If 
it points above the half-way mark, you’re 
climbing. If it’s below, you’re descending. 

Keep the pointer in the center and you’ll be 
maintaining a constant altitude. 

Rudder 

While you can get away with using the key¬ 
board for collective control, the tail rotor is 
best controlled by a set of rudder pedals like 
the RCS (Rudder Control System - also 
from Thrustmaster. The CH Pro Pedals will 
do just as well). Keyboard rotor control is 
limiting. As you know, the tail rotor controls 
yaw. You press the pedal on the side you 
wish the nose to turn towards. 

Some beginning pilots get confused when it 
comes to reverse flight. A good way to stop 
the confusion is to always relate your posi¬ 
tion to the same location on the helicopter. I 
use the nose. No matter which way I’m fly¬ 
ing, I know right pedal moves the nose right. 

Tail rotor operation is simple, right? Well, 
realistic flight mode again adds some spice. 
Tail rotor effectiveness is related to airspeed. 
As your airspeed increases, your tail rotor 
effectiveness decreases. 

Fly fast and very low! More coming up! 
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: a course In acrobatics training 



F light Unlimited (FU) is arguably the 
most hyped and long awaited pure flight 
sim of the year. Now that it’s been in 
the hands of us ravenous air aficionados for a 
while and the sheer awe of the beautiful 
graphics has taken a back seat to the flying, 
you’re probably ready to start honing your fly¬ 
ing skills to earn some of the more difficult 
certificates and break a few Hoops Course 
records. FU is about aerobatics, and aerobat¬ 
ics are about perfecting your flying skills. 
Rather than writing out step by step instruc¬ 
tions for each maneuver, let’s discuss some 
general tips. Later on, we’ll discuss some of 
the common pitfalls found in specific maneu¬ 
vers. 

Practice makes perfect 

While FU has many features that greatly 
appeal to the flight sim novice, the advanced 
atmospheric modeling makes for airplanes that 
require a little more attention to fly well than 
what casual flight sim’ers usually put into a 
sim. As you’ve probably discovered, you can’t 



The red line on the Al (Airspeed Indicator) sig 
nifies Vne (never exceed airspeed). In FU you 
can stretch the envelope a bit and fly faster. 
However, be aware, Vne in the Sukhoi really 
means never exceed! 


just hop into FU and earn all of your certifi¬ 
cates. You need to study, practice, practice, 
practice, study and practice some more. I 
know it probably sounds cliched, but there 
really is no substitute for practice. To quote 
General (Ret. ) Chuck Yeager, "there is no 
such thing as a natural pilot. Training is every¬ 
thing.” 

Competition aerobatic pilots strive for 
perfection, and perfection requires practice. 
Sorry, there are no quick fixes. Luckily, FU 
looks great, sounds good, and flies so well, 
you won’t mind spending hours punching 
holes in the sky. 

Hit the books 

Read the Operator’s Manual included in FU 
and study it. It does an excellent job of outlin¬ 
ing what you need to know about flight 
physics, so I really don’t need to explain any¬ 
thing that isn’t included in the book already. 

It’s all there. However, there are a few tips I 
can pass along to aid with your flight training 
and the learning process. As we discuss them, 



Being smooth is very important because all 
excess control inputs bleed off speed and ener¬ 
gy. This is a vital concept for low Hoop Course 
times 


keep in mind that flying aerobatics well 
requires many different individual skills. 
Mastering one or two will not gain you entry 
into club “Near Perfection.” You’ll need to 
master them all reasonably well. Before we go 
into those, though, a word about hardware is 
necessary. 

CPU Blues 

The "look and feel dilemma” rears its ugly 
head once again. What I’m referring to is the 
decision that many current flight sims make 
you face - fly a sim that looks good and feels 
bad, or feels good and looks bad. Fortunately, 
FU has some middle ground even if you don’t 
have the fastest machine on the market. Its 
lower resolutions and lower detail settings still 
look pretty darn good, but in any case, even 
with the fastest machines, you’ll have to turn 
something down. On a PI00 with I6megs 
RAM and PCI graphics card, I personally find 
640x480 resolution with all details set on max¬ 
imum too choppy to fly comfortably. This of 
course is a personal preference, so you’ll have 
to decide what “feels”good to you on your 
machine. What you want is a detail/resolution 
setting that makes your airplane feel instantly 
responsive and is able to update your instru¬ 
ment panel gauges smoothly and instantly. No 
matter what we discuss here, if your system 
can’t keep up with your current detail/resolu¬ 
tion settings, you’ll always be playing "catch 
up” and will never fly it well. 

The need for speed 

Energy management is the most important 
concept/skill an aerobatics pilot needs to learn 
and fully understand. The FU manual again 
does an excellent job of describing it. So let’s 
just leave it at this: Kinetic energy is your air¬ 
speed, potential energy is your altitude. You 
convert potential energy into kinetic energy by 
diving. You convert kinetic energy into poten¬ 
tial energy by climbing. The most common 
mistake made in FU - and the one easiest to 
correct - derives from poor energy manage¬ 
ment. Since altitude and speed (velocity) can 
be exchanged for one another (again the basis 
of energy management) and your flight instruc¬ 
tor will require that all maneuvers are made at 
a reasonable altitude, in order to keep your 



The big payoff for your efforts will be the 
ability to perform maneuvers other sims only 
dream of 
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Overstress the airplane and you’ll be “on tour.” As in, “seen all around the countryside” 





Great tailslide... too bad you were trying to do a loop! Carrying a little more airspeed at the 
start of maneuvers can help you avoid such problems. Don’t be afraid to push out the edges of 
the envelope 


energy at its highest, your only real option is 
to increase your kinetic energy (airspeed) before 
the maneuver while maintaining your potential 
energy (altitude). While all maneuvers will gen¬ 
erally benefit from this extra energy, high ener¬ 
gy-robbing vertical maneuvers will benefit the 
most. It is far better to be stuck bleeding 
excess energy near the down side of a loop 
than to be hanging on the high side of a loop 
without any. In the simplest terms, this means 
performing all maneuvers at a higher airspeed 
than the recommended maneuver entry speed. 

How much extra airspeed is enough? Well, 
that depends on the maneuver. You should 
also know that there is such a thing as too 
much of a good thing. Any maneuvers that 
require initial diving will not benefit as much 
from extra airspeed as ones that require ini¬ 
tial climbing. This is because, in a dive you’ll 
trade off altitude and gain airspeed anyway. 
However, if you’re at maximum airspeed 
before the dive, diving will most likely cause 
you structural failures. Not very good for 
points, but I have to admit it’s pretty cool 
that the instructor screams when your air¬ 
plane breaks up into pieces! 

So what’s a pilot to do? Generally, the best 
advice is to keep as much excess airspeed that 
you can quickly bleed off if you need to as pos¬ 
sible. Flying out on the edge is fine if you can 
handle it. Here are some tips to help you keep 
your airplane in one piece and energy-high. 

Throttle jockey 

Pilots are taught that the throttle controls 
altitude and the elevator controls airspeed. 
This is easily illustrated when you’re flying 
cross country and have the time to allow your 
aircraft to reach equilibrium. However, the 
whole point of aerobatics is to knock your 
airplane out of equilibrium and make it do 
things that it wouldn’t normally do, so these 
same points aren’t so obvious in these situa¬ 
tions. Such situations can lead many pilots to 
believe (even if only temporarily) that the 
throttle controls airspeed and the elevator 
controls altitude. 

If you are flying level and increase the throt¬ 
tle, your airspeed will rise. Aerodynamics tells 
us that when airspeed rises, so does lift. This 
means your altitude will change. You will climb. 
Most pilots subconsciously recognize this and 
move the stick forward to keep the airplane 
level. This in turn, increases airspeed. So they 
begin to think, “if I increase throttle, my air¬ 
speed will go up,” not realizing that the down 
elevator they applied actually caused the 
increase in airspeed. The increase in throttle 
caused a potential increase in altitude. Down 
elevator exchanged this potential altitude gain 
into airspeed. 

So, what does this have to do with energy 
and aerobatics? Your joystick and rudder ped¬ 
als control your flying surfaces. They more or 
less need to follow a pattern to perform the 
maneuvers/patterns in the sky. Your throttle is 
what must be used to keep your energy up as 
high as possible in conjunction with what the 
stick is doing. Sure, there is room to fudge it a 


bit, and most of the time your throttle will be 
all on or completely off, but your throttle will 
get a workout in this style of flying. Going back 
to our example of the max airspeed, high 
energy initial dive maneuver, since your stick 
has to follow the pattern, you have no choice 
but to chop the throttle to avoid breaking 
your airplane into tiny pieces. Add throttle 
slowly to keep it near the edge of the enve¬ 
lope, but don’t cross over. You’ll know when 
you’re close. Your airplane will start to “sing.” 
That’s the sign to back off. 

Smooth moves 

Speaking of smooth, it goes without saying 
that you need to be smooth on the stick. 

Actually both sticks - throttle and control. This 
doesn’t mean you won’t be making many, many, 
minor corrections. Just try and be as smooth as 
possible with them. Of course, it is much easier 
to accomplish if you have one of the stiffer- 


sprung, high quality joysticks like a Thrustmaster 
PFCS, but it’s not impossible with others. Being 
smooth is very important, because as with racing 
cars, any excess control input bleeds off speed 
and energy. This is important for keeping your 
lines clean, energy high, and in the hoops courses 
most importantly, speed up. Also, if you jerk the 
stick, you run into a very real possibility of 
entering accelerated stalls. You may want that for 
some maneuvers, but be aware of it if you don’t. 

You also need to be smooth with the applica¬ 
tion and removal of power. The engines in these 
high power to weight ratio, short wingspan air¬ 
craft can cause havoc with the straight and 
smooth lines you’re trying to create in the sky. 
However, sometimes torque effects/rolls are 
desired. In this case, go ahead and mash the 
throttle through the firewall, but be aware that 
the Sukhoi engine rotates in the other direction! 

Ben Chiu 
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Source 10449 

MUST BE AN 
ADULT TO ORDER 


‘VIRTUAL 
VALERIE 2’ 

The queen of 
cybersex is 
back! Virtual 
Valerie 2 is 
the ultimate in 
c y be ro t ica 
and the 
embodiment 
of every red- 
blooded 
technophile’s deepest desires! Sophisticated 3-D 
modeling, tantalizing animation, erotic sound effects, 
and a sizzling music score combine to create a mind 
blowing sextravaganza! CD $39 




‘BABE 
PATROL’ 

Forget those 
boring flight 
simulators! This 
wild mission in 
voyeurism has 
you looking for 
love in all the 
right places. 
You and your 
tantalizing co¬ 
pilot, Ashley Phillips, will fly the sexy skies looking for the 
city’s hottest action. When your radar spots a target just 
hover over and watch these couples perform for you in 
the privacy of their own homes. CD $24 
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‘CYBERSTRIP 

BLACKJACK’ 

Although out¬ 
lawed in some 
sectors of space, 
these space 
borne palaces are 
frequented by the 
rich and influential. 
As treacherous as 
the journey to 
these stations can 
be, the rewards 
can be greater 
than most men’s 
dreams. CD $44 


LA BLUE GIRL’ 

Centuries ago, 
a ninja clan 
made a deal 
with the forces 
of the under¬ 
world. 600 years 
later, Miko Mido, 
a beautiful ninja 
in training, must 
make sure that 
the sex-starved 
Shikma stay out of humanity’s way. First Miko and her sis¬ 
ter become targets of a perverted race over the signet case 
which symbolizes the age old demonic deal. Then Miko 
defends herself again against forces of evil. CD $24 


HOT DOG 
GIRLS OF 
FLORIDA’ 

Park the car, 
grab your 
wallet and 
step up to the 
cart! It’s 
lunch time or 
is it fantasy 
time? Let 
your imagina¬ 
tion run wild as these bikini clad babes show you 
more than just their hot dog buns. The fully inter¬ 
active video scenes and high quality images will 
steam your dogs to perfection. CD $24 


VIRGINS 3’ 

Explores the 
innermost 
desires of 5 
young ladies 
as they reveal 
themselves for 
the first time in 
front of a cam¬ 
era. Each of 
them share 
with you every¬ 
thing from the intimate details of their first sexual expe¬ 
rience to their most erotic fantasies. As a bonus we 
have included over 100 Gif files of each of the Virgins in 
explicit - - - rated action. CD $39 
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Adv of Seymore Butts $39 

Adv of Seymore Butts 2 $49 

CD Brothel $28 

CA College Girls 1 or 2 ea $24 
Cheap & Dirty $19 

Club Cyberlesque $29 

Come Play With Me $36 

County Line $44 

Cyber Strip Black Jack $44 

Cyber Strip Poker $44 

Cyber-Peep Interactive $19 

Cyberpeep 2 ea $34 

Daily Teasers $32 

Dark Tunnels $29 

Designer Bodies $36 

Desktop Mistress $49 

Desktop Voyeur 1 $49 

Digital Dancing $32 

Dirty Debutantes 2 $39 

Diva X $49 

Dream Girl $28 

Dream Machine $38 

Dream Machine 2 $49 

Electric Swing $39 

Encyclopedia of Sex $49 

Fantasies Interactive $35 

Fantasy After Dark $35 

Fox Pack $37 

Girlfriend Maria $39 

Girlfriend Suzie $44 

Girlfriend Teri $39 

Girlfriend Tracy $44 

Golden Words in Sex $24 

Hot Slots $37 

Interactive Sexual Therapy $54 
International Strip Poker $22 

Intimate Journey $24 

Intimate Possibilities $49 

Ladies Club Poker Night $26 

Ladies Club Pool Night $25 

Love Slaves $39 

Luscious Ladies in Lingerie $24 
Lust Connection $39 

Maddams Family $39 

Max $49 

Midnight Stranger $45 

Mind Teazzer $29 

Mind Teazzer 2 $32 

Mustang Interactive $42 

Nasty Parts $42 

Net Erotique $39 

Neurodancer $39 

Neuropak $54 

Nightwatch IA 1 or 2 ea $39 

Nightwatch Interactive 3 $49 

Paradise Club $19 

Party Time $19 

Penetration $24 

Penthouse IA 3 or 4 ea $59 

Pleasure Zones $33 

Poker Party $45 

Pom Mania $49 

Porno Poker $44 

Private Prison $44 

Room For Rent $42 

Scissors N’ Stones WIN $29 

Secrets Interactive $35 

See Some 3 Some $39 

Sex Therapy Interactive $59 

Sexy Slot Machine $24 

Sorority House $34 

Space Sirens 1 or 2 ea $39 

Spy Club $49 

Strip Black Jack $44 

Strip Poker Professional $29 

Strip Pot $36 

Teresa May Touch N’ Play $44 
Texas Table Dance $39 

Vampire's Kiss $38 

Velvet Dreams $35 

Virtual Director $39 

Virtual Las Vegas Night $44 

Virtual Sex $39 

Virtual Sex Shoot $52 

Virtual Strip Tease $25 

Virtual Valerie 2 $39 

Virtual Vixens $24 

Virtually Yours 1 or 2 ea $49 

WanderLust $44 

Wheel of Fantasy $26 

Winner Takes All $39 
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A Little Irresistable $24 

A Sensuous Summer $25 

A Woman’s Touch $26 

Above the Knee $24 

Adult Superstars $26 

Adventures of Snatchman $39 
All Night Long $24 

Amateur Models 3 $25 

American Sweethearts $25 

American Swingers 1 or 2 $26 
Amorous Asian Girls $29 

Angel of Passion $24 

Ashlyn Geres Realities 1 $24 

Asian Ladies 1 or 2 ea $39 

Babe Patrol $24 

Babes Illustrated 2 $25 

Bachelor Party 1 or 2 ea $24 

Bachelorette Party $22 

Back Door Lambada $24 

Back Door Mistress $36 

Bad Company $24 

Bad Girls 1 or 2 ea $24 

Bangkok Nights $24 

Bare Exposure $25 

Best of Blonds $26 
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Blondage $24 

Bobbit Uncut $32 

BodyCello Six Pack $49 

Bone Alone $25 

Bonnie & Clyde $26 

Breaking It $26 

Bustin’ Through $24 

Busty Babes 4 $39 

Cat House $24 

Channel Blonds $26 

Cheating $24 

Curse of the Catwoman $24 

Day Dreams $25 

Depraved Fantasies 2 $25 

Desert Passion $25 

Dinner Party $39 

Dirty Bob’s Adventure $19 

Dirty Debutantes $24 

Double Down $24 

Dripping With Desire $32 

Dungeon of Dominance $36 

Eight is Never Enough $24 

Elements of Desire $34 

Endlessly $24 

Erotic Encounters $22 


Erotic Film Sensations ea $22 


Exchange Student $24 

Exposure $24 

Fantasies 2 $26 

Film Club Seychelles $32 

Flesh Tones $24 

From China With Love $24 

Future Kink $24 

Ghostly Desires $25 

Ginger Unlimited $25 

Girls Gone Bad $26 

Girls Will Be Boys 3 $26 

Girls of Pleasure $26 

Girls on CD 1 or 2 ea $25 

Girls on Girls $22 

Glimpses Interactive $24 

Hidden Obsessions $25 

Hollywood Biker Chicks $39 

Honey I Blew Everyone $24 

Hot Dog Girls of Florida $24 

Hot Shorts $26 

House of Dreams $24 

Howard Sperm Show $34 

Ice Woman $24 

If Looks Could Thrill $24 


Immortal Desires 

$25 

Indiscretion 

$29 

Kelly Eighteen 

$24 

La Blue Girl 1 or 2 ea 

$24 

Lap Dancer 

$25 

Lap of Luxury 

$25 

Legend 4 

$25 

Legends of Porn 1 or 2 ea $24 

Legs, Lace & Lingerie 

$24 

Lethal Passion 

$26 

Love Bites 

$26 

Main Street USA 

$26 

Mark of Zara 

$38 

Mask 

$25 

Mata Hari 

$28 

Maximum Moments 1 or 

2 $34 

Menage A Trois 

$26 

Mind Shadows 

$24 

Model Wife 

$24 

Model’s Memoirs 

$22 

Models Etc. 

$24 

Mystique of the Orient 2 

$24 

Nasty Neighbor Girls 

$29 

Naughty But Nice 

$29 

New Lovers 

$24 

^ mnc ruiDC fi oitc iKin 


SPIIIS11/9RA 








































4 THE 
EXCHANGE 
STUDENT’ 

Slip another 
shrimp on 
that Barbie! 
The true story 
of a beautiful 
Australian 
exchange 
student with 
her new 
found American roommates. She ends up 
exchanging more than she expected with these 
guys and gals. A nonstop sexathon featuring all 
new faces. Boy, is it hot down under! CD $24 



‘CYBER PEEP 
2: CHEER¬ 

LEADERS’ 

After you navi¬ 
gate the 

holodeck and 
locate the com¬ 
binations, you 
can experience 
a virtual peep 
show in the pri¬ 
vacy of your 
own cyberspace! Let the cheerleaders take you on a 
journey into the world of cyber erotica! Watch as they 
act our their sexual fantasies for your own private enjoy¬ 
ment! So sit back, crank up your CD ROM drive! CD $34 



‘BUSTIN’ 
THRU’ What 
exactly is nor¬ 
mal sexual 

behavior? And 
what is bizarre? 
Follow our bra 
busters as they 
lead you into 
new sexual 

frontiers! 
Remember that 
girl in high school or possibly at work who occupied your 
thoughts when the phones were not ringing? Well, 
they’re all here in Bustin’ Thru. Truly a D-Cup runneth 
over experience! CD $24 



‘NOT SO 
SOFT 
SWINGERS 
CONTACT’ is 

the newest 
and most inno¬ 
vative way for 
swinging sin¬ 
gles and cou¬ 
ples to meet. 
Each issue is 
packed with 
erotic personal ads from across the country. Personal 
ads include either full motion video or color photos. 
These are HOT ads. We will also be including point and 
click software to connect you to lifestyle online! CD $34 



Glimpses. 1 
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‘GLIMPSES’ 

Wander 
through the 
beautiful 
home of 

world renown 
author Dr. 

Longfellow. 
Let the exotic 
women of his 
life captivate 
you, in his 
enthralling recollection of their youth and beauty. 
Travel into a world of eroticism and free love as 
some of the most sensuous woman fill your needs 
for unharnessed passion. CD $24 
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‘CYBERSTRIP 

POKER’ 

Although out¬ 
lawed in some 
sectors of space, 
these space 
borne palaces are 
frequented by the 
rich and influential. 
As treacherous as 
the journey to 
these stations can 
be, the rewards 
can be greater 
than most men’s 
dreams. CD $44 


IBM STILLS 

Adult Palate 2 $22 

Art of Olivia $39 

Asian Hot Pix $19 

Asian Palate $28 

Asian Pleasures 1-4 ea $39 

Babe Watch 3D $26 

Big Bosom Buddies $34 

Biker Babes $29 

Celebrity Nudes $25 

Danish Sex 1 - 3 ea $22 

Domin-A-Trix $19 

Erotic Fantasies $26 

Femme Fatale $33 

Foxes $16 

Girls of Spice 2 $24 

Girls of Vivid V. 2 $19 

Hard Core GIF’s $29 

Oral Fixation $32 

Sensuous Girls in 3-D $29 

Shaved Pink $25 

Stripping Hot Girls $24 

Tokyo Glamour Girls $29 

Total Fantasy $24 


Above the Knee $26 

Affairs of the Heart $26 

Amateurs in Action 3 $25 

American Blond $26 

Angel of Passion $29 

Babes Illustrated 2 $25 

Bad Company $26 

Bad Girls 1 or 2 ea $26 

Black Broad Jungle $25 

Blind Spot $26 

Casting Call 2 $36 

Cat House $26 

Channel Blonde $26 

Cheating $26 

Crazy With The Heat 3 $25 

Day Dreams $25 

Endlessly $26 

Exposure $26 

Fantasies $29 

Flesh for Fantasy $25 

Girls with Curves 2 $25 

Hardcore $26 

Ice Woman $26 

If Looks Could Thrill $26 

Intimate Journey $26 

Killer Instinct $26 

Mask $26 

More Than a Handful 5 $25 

New Lovers $26 

Novel Desires $29 

Parlor Games $26 

Pink Lady Detective $25 

Poison $26 

Pretending $25 

Putting It All Behind 2 $25 

Shame $26 

Suite 18 $26 

$26 
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Taboo 12 or 13 ea 

$25 









Target of Seduction 

$29 

New Machine Six Pack 

$42 

Project X 

$36 

Stocking Stuffers 

$33 

Totally Exposed 

$24 

The Coven 

$26 

Night Creatures 

$26 

Put it in Gere 

$24 

Straight A’s 

$26 

Touch Me, Feel Me 

$29 

Things Change 

$36 

Night Trips 2 

$25 

Racquel Released 

$24 

Strap on Sally 2 

$26 

Toy’s Not Boys 

$29 

Wicked Whispers 

$25 

Night at the Drive-In 

$26 

Racquelle in the Wild 

$24 

Streets of NY 

$24 

Tracy 1 Love You 

$24 



Novel Desires 

$33 

Rain Women 

$38 

Suite 18 

$24 

Ultimate Teasers 

$26 

3DO ADULT ! 

One Nine Hundred 

$29 

Raunch 

$38 

Super Homio Brothers 

$24 

Urotsukidoji 

$23 



Only the Very Best 

$26 

Rimfire Pacific Video 

$32 

Super Model #1 

$24 

Urotsukidoji Collection 

$48 

Blond Justice 

$29 

Oriental Action 

$26 

Romsoft Six Pack 

$39 

Super Models Go Wild 

$39 

Vagablonde 

$24 

Channel Blonde 

$29 

Oriental Treatment 3 

$28 

Samurai Pervert 

$54 

Superstars of Jap Porn 2 

$39 

Vice 

$24 

Death Mask 

$49 

Outrageous Orgies 

$24 

Secrets 

$24 

Swap 2 

$24 

Virgins 1 - 3 ea 

$39 

Endlessly 

$29 

Pandor....AAAH’S 

$22 

Seductions 

$24 

Swingers Worldwide 

$34 

Voices in My Bed 

$24 

Hot Roxx 

$29 

Parlor Games 

$25 

Select a Pet 2 

$29 

Take Me Hard 

$32 

W Pink TV 

$25 

Immortal Desire 

$29 

Plan 69 From Outer Space $36 

Seymore Six Pack 

$39 

Taking It Off! 

$25 

W.A.C.S. 

$29 

Intimate Journey 

$29 

Pleasure Island 

$16 

Shame 

$24 

Target of Seduction 

$26 

Wager of Love 

$25 

Love Bites 

$29 

Pleasure Dome 

$28 

Sharon Starlet 

$24 

Temptation 

$28 

Wanda 2 

$24 

Mind Teazzer 2 

$29 

Pleasure in Paradise 

$25 

Silent Strangers 

$24 

Tempted 

$24 

Weekend at Ernies 

$26 

Neurodancer 

$39 

Pleasure: East Mts West 

$28 

Sindy Does it All 

$29 

The Beat Goes On 

$26 

Welcome to my Face 

$24 

Passion Files 

$36 

Pleasure: Slave to Love 

$28 

Sinfully Yours 

$29 

The Coven 

$25 

Wet Dreams 2 

$26 

Pleasure Zones 

$29 

Poison 

$24 

Sleepwalker 

$42 

The Devil In Miss Jones 

$29 

Wet Nurses 

$39 

Plumbers Don’t Wear Ties 

$39 

Porn Asylum 

$22 

Slippery When Wet 

$24 

The Fisherman’s Wife 

$38 

Wicked Q-Time Movie 

$39 

Super Models Go Wild 

$29 

Princess Orgasmia 

$24 

Spring Break Fantasy 

$32 

The Last Girl Scout 

$26 

Wicked Whispers 

$29 

Takin’ It Off! 

$29 

Princess of Persia 

$34 

Spring Break Girls 

$32 

The Private Collection 

$48 

Wide Open Spaces 

$24 

The Coven 

$29 

Private Film Ceychelles 

$34 

Star Bangers 2-4 ea 

$26 

The Vision 

$24 

Wild Innocence 

$26 

Voices in My Bed 

$29 

Private Film Chateau 

$34 

Starware Gift Pack 

$59 

Tokyo Nightlife 

$59 

Woman to Woman 

$24 

Wanderlust 

$39 

Private Moments 

$25 

Steamy Windows 

$25 

Topless Dancer 

$29 

Women of Beverly Hills 

$39 

Winner Takes All 

$29 
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Call 

800-699-4263 

International 

802-767-3033 

Fax 

802-767-3382 

Source 

10449 

MUST BE AN 
ADULT TO ORDER 


Overnight Shipping in 

US S4 per order Mail to 
Canada, PR, HI. AK. 
APO. FPO S4 per order. 
Worldwide airmail S6 per 
item. Handling $2 per 
shipment Hardware 
orders may require addi¬ 
tional shipping charges. 
Cannot guarantee cus¬ 
toms clearance Order at 
own risk. 

Visa. MC and Discover 
accepted. Checks held 4 
weeks. Money Orders 
under $200 same as 
cash COD $8. 

Defectives replaced with 
same product Most 
items shipped same day. 
Shipping times may vary. 
Price/availability may 
change. All sales final. 
Restrictions apply. Call 
for details. 
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SIMULATION 



HINTS & TIPS 














Into the soup with Flight Simulator 5.1 



Windshear can be a real killer! Watch your pitch and sink rate and don’t mix the aluminum with the 
dirt.The trick is to stay airborne long enough to fly out of it 


O f the many challenges to be found in avi¬ 
ation, precise instrument flying is one of 
the most difficult. When mastered, it is 
also one of the most rewarding. It is very gratify¬ 
ing to climb up into a two hundred foot overcast, 
fly for four hours without any visual reference 
other than the cockpit instruments, and then pop 
out of a driving rainstorm to see the runway of 
an airport on the opposite side of the country 
before you. 

While flight simulations of many types are avail¬ 
able, Microsoft’s Flight Simulator 5.1 is the only 
one that allows you to custom tailor weather 
conditions while practicing your flight procedures. 
The purpose of this article is to give you a handle 
on how FS5.l’s variable factors will affect the 
weather conditions and to show you how to set 
up certain instrument conditions. 


Weather variables 

A detailed explanation of weather, how and why 
it occurs, is far beyond the scope of this article. 
Entire volumes have been written on this com¬ 
plex subject and are available from various avia¬ 
tion catalogs or at the local library. The support- 
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The calm before the storm; a bouncing airspeed 
around 15 knots with the parking brakes set 
indicates trouble ahead 


ing material in the FS 5.1 handbook is brief and 
can use a little more explanation, however. 

Due to uneven heating of the earth’s atmos¬ 
phere, air temperature varies from place to place. 
These changes in temperature cause changes in air 
density which in turn result in changes in baromet¬ 
ric pressure. The pressure changes cause motion 
in the atmosphere in the vertical (currents) and 
horizontal (winds). If you add moisture to this 
motion, the result is what we call “weather.” 

The program will allow you to modify baromet¬ 
ric pressure, temperature layers, wind, cloud for¬ 
mations and visibility. Let’s take a brief look at 
each one of these factors. 

Barometric pressure is a measurement of the 
weight of a column of air one inch square that 
stretches from sea level to the top of the atmos¬ 
phere. Differences in pressure from one atmos¬ 
pheric area to another cause the air in the atmos¬ 
phere to flow from an area of high pressure to an 
area of low pressure. In the northern hemisphere, 
air descends from the area of high pressure in a 
clockwise circulation and as it flows into the area 
of low pressure it reverses to a counterclockwise 
circulation. As the added air enters the low, it 
ascends. Descending air (high pressure) generally 
means good weather, rising air (low pressure) 
favors the build up of clouds and precipitation. 

As we’ve seen, variation in air temperature 
causes air flow within the atmosphere, affecting 
the barometric pressure and the weather. In addi¬ 
tion, air temperature will affect your aircraft’s 
performance by altering the density altitude. 
Simply put, density altitude is pressure altitude 
corrected for nonstandard temperature varia¬ 
tions. Here’s an example of how important it is: 
at an airport 2,545 feet above sea level, with a 
temperature of 70 degrees and a barometric 
pressure of 29.70 inches, the density altitude is 
4,000 feet. Your aircraft will perform on takeoff as 
if it were at a much higher altitude than that 
shown on the altimeter. Even in a jet aircraft like 


the Lear found in FS 5.1, the decrease in perfor¬ 
mance can be dramatic. Try a takeoff in 
Champaign at 101 degrees; you’ll see the differ¬ 
ence! 

Winds are the horizontal flows of air produced 
by temperature and pressure changes in the 
atmosphere. They affect the pilot throughout his 
or her flight, from takeoff to touchdown. Winds 
can be your friend; a strong tailwind can save you 
time and fuel enroute to your destination. They 
can be your enemy as well; a severe windshear on 
takeoff or landing can end your career as a pilot 
permanently. FS 5.1 allows you to simulate both 
the favorable and unfavorable winds. 

Note that the surface winds in the simulation 
are magnetic; their direction is the same as that 
shown on your aircraft compass. Winds aloft have 
direction relative to true north, which is different 
from that shown on your compass. The variation 
for a specific location can be found on an aviation 
chart by reading the numbers on the isogonic 
lines, lines that connect points of equal magnetic 
variation. Add west variation and subtract east 
variation to get a compass heading equal to a true 
heading. It is a detailed touch in the simulation, 
but it won’t really affect your flying if you pay 
attention to the instruments. 

FS 5.1 gives the user the ability to create 
detailed sky conditions. You can have up to two 
cloud layers and one thunderstorm layer in any of 
three different weather areas. Many different types 
of cloud are modeled, with variable bases and 
tops, sky coverage, turbulence and icing capabili- 


Slow Rain a Cornin’ 


Table I 



Stratus 

Cumulus 

Cumulonimbus 

Base 

2000 

4000 

8000 

Tops 

3500 

8000 

15000 

Cover 

4/8 ths 

Overcast 

Dense 

Deviation 

66 

500 

500 

Turbulence 

1.5 

2 

8 

Ice 

On 

On 

On 


Table 2 


Location 

Surface 

Aloft 

Aloft 

Type 

Steady 

Steady 

Steady 

Base 

Depth 49 

50 

2500 

Top 

— 

2500 

1000 

Speed 

22 

55 

23 

Direction 

320 

140 

NO 

Turbulence 

3 

5 

2 


Table 3 

Altitude 0 

1500 5000 

15000 

Temperature 100 

95 0 

50 
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Cumulonimbus; the name alone demands respect! Stay well clear of these turbulent boomers 


ties at your command. The careful selection of 
your options will allow a realistic workout on the 
gauges. 

Visibility settings are important if you are truly 
going to practice instrument procedures. Set visi¬ 
bility to low levels for the entire flight so that you 
must rely on the instruments. The old adage “One 
peek is worth a thousand cross-checks” is just as 
true in this simulation as it is in an instrument 
training aircraft. Besides, if you are looking for that 
feeling of true accomplishment, flying this sim in 
the soup from takeoff to a landing 30 minutes 
later solely with instruments should provide it! 

Weather demo setup 

Now let’s examine the depth of the weather 
programming in this simulation. We’ll takeoff from 
Champaign and fly up to Chicago’s Meigs field. 
We’ll start with a density altitude problem and 
windshear on takeoff, penetrate a line of thunder¬ 
storms and descend through an overcast to an ILS 
approach and landing. 

Select the Options menu, Aircraft category and 
select the Lear for this flight. Now move to the 
World menu, Airport category, Chicago area. 
Highlight Champaign/Willard, Runway 32L airport 
for your departure point. Go back to the World 
menu, pick Weather and add a Weather Area 
named “Willard.” 

Setting the co-ordinates for your weather area 
is the most difficult part of this operation. Getting 
your weather just where you want it takes a little 
trial and error. Microsoft could speed up this 



Table 4 



Stratus 

Cumulonimbus 

Cirrostratus 

Base 

4920 

8000 

15744 

Tops 

6888 

113500 

15760 

Cover 

Overcast 

Dense 

7/8ths 

Deviation 

0 

499 

0 

Turbulence 

1.5 

8 

1.5 

Ice 

On 

On 

On 

Table 5 




Location 

Aloft 

Aloft 

Aloft 

Type 

Steady 

Steady 

Steady 

Base 

1500 

13000 

22000 

Top 

1200 

21000 

33500 

Speed 

35 

34 

43 

Direction 

120 

145 

155 

Turbulence 

3 

1 

1 


Table 6 

Altitude 

0 

10000 

40000 

Temperature 

98 

45 

-36 


process immensely by allowing you to outline the 
desired area on a map. For this sortie, use 
N40/W88 for one boundary and N42/W87 for 
the other. Make it 50 miles wide with a 5 mile 
transition. Set its course at I 10 and the speed at 
2. These settings will give us a slow moving weath¬ 
er area just north of Willard. Hit the OK button 
and you’ll be back to the weather menu. 

Select Clouds and tap the “Create” button. 

We’re allowed two cloud layers plus one cumu¬ 
lonimbus (thunderstorm) layer. Set up your layers 
like those in Table I. 

This will give you an initially VFR departure, 
transitioning to instruments and breaking out on 
top into an area of thunderstorms. With that 
turbulence, you need to give the storms a wide 
berth! 

Now select Winds and create the settings in 
Table 2. Once again, we can have three wind lay¬ 
ers. 

With these winds, you will experience a 
noticeable windshear at 60 feet AGL on takeoff. 
The high altitude winds will give you a little drift 
problem as you head north. These winds are 
blowing towards the low pressure area we will 
set up later, simulating the flow of air from high 
pressure to low pressure. 

We’ll quickly set 4 temperature layers that will 
allow you to experience a high density altitude 
problem. Select the Temperature button and 
create the layers in Table 3. 

The high surface temperature will give you a 
density altitude of a little over 3000 feet; you 
will notice a difference in takeoff performance. 
We’ve set the 5,000 foot temperature a little 
unrealistically low, but this will enable icing in 
the clouds. Leave the Day/Nite option off, with 
the range at zero. 

Barometric pressure can be quickly set at 
30.00 to represent the area of higher pressure 
that is moving southeast out of our area. Don’t 
use the drift feature. Visibility should be set to 4 


miles; adequate for our VFR takeoff but low 
enough to quickly have us on the gauges. 

For enroute weather, we’ll modify the Global 
weather settings shown in Table 4. Start by 
selecting the Cloud button. Use these settings 
to give a solid undercast and a few thunder- 
bumpers to dodge. Add some wind like we have in 
Table 5 to give yourself a little trouble following 
the radial. 

These settings will also give you a little tail¬ 
wind on the way and shorten the time to 
Chicago. 

Temperatures won’t be much of a factor on 
the enroute portion of the flight (Table 6). 

We’ll set the barometric pressure to 29.80, 
simulating the drop in pressure as we approach 
the low. We’ll keep the visibility at 4 miles to 
keep the focus on instrument procedures. 

Lastly, we’ll create another area of truly nasty 
weather for our approach and landing at 
O’Hare. Once again, using the World menu and 
the Weather choice, we’ll add a weather area 
called “0’Hare.”The boundaries are N42/W88 
and N4I/W89, setting 50 miles for width with a 
5 mile transition. We’ll make it basically station- 



In the soup! Climbing out to Roberts on the 
gauges. The clouds you selected allow no visual 
references until you break out 


Strategy Plus 


143 ■ ■ 





































































A 





Over O’Hare, on initial descent. Note the heavy 
broken deck above the solid undercast.You’ll 
see some of the thunderstorms you built in as 
you descend 


ary by setting a course of 135 at a speed of I. Click 
OK to return to the weather menu. 

By now you are familiar with the cloud setup pro¬ 
cedure, so enter the layers in Table 7. 

These settings will require some dodging of thun¬ 
derstorms, an instrument let down and an ILS 
approach to O’Hare. 

We’ll set up our winds to continue our tailwind 
but to favor an ILS to runway I4R at the field. Enter 
the winds from Table 8. 

Temperatures will remain warm, as Chicago has all 
summer! Once again we’ll set an artificially low tem¬ 
perature, this time at 5000 feet Remember that a load 
of ice will serious degrade your aircraft’s performance. 
Get down to those warmer temperatures quickly 
(Table 9)! 

Well represent our low pressure area with a baro¬ 
metric setting of 28. 00 and lower the visibility to 3 A 
of a mile. You’ll have to thread the needle on this ILS 
if you expect to see the lights when you break out 


Trouble for Your Trouble 


Table 7 





Stratus 

Cumulus 

Cumulonimbus 

Base 

850 

2500 

8000 

Tops 

2499 

8000 

15000 

Cover 

Overcast 

6/8ths 

Scattered 

Deviation 

66 

246 

499 

Turbulence 

2 

2 

8 

Ice 

On 

On 

On 

Table 8 

Location 

Surface 

Aloft 

Aloft 

Type 

Steady 

Steady 

Steady 

Base 

Depth 2500 2800 

6500 

Top 

— 

5500 

15000 

Speed 

12 

23 

24 

Direction 

120 

160 

99 

Turbulence 

1.5 

2 

2 


Table 9 

Altitude 0 

3500 

5000 

Temperature 98 

87 

0 



Options Hews LJorld Sim Nau/ Coir Scenery 


This is why they pay you the big bucks! Hold what you’ve got and bring it on down.You’re passen¬ 
gers will be truly impressed! 



Turning to intercept the inbound radial you’ll 
see solid clouds as well as scattered layers. Hit 
this radial dead on for an easy transition to 
the ILS 

Into the goo! 

Before you take off, remember to save this sit¬ 
uation! It takes a while to setup and you may 
want to use it again. From the Options menu, 
choose Save Situation. Type in a title and a 
description if you wish, then enter a file name. 
Make sure you then choose the options button 
and specify the options you wish to save; just 
check them all. Then hit OK. Remember you 
can modify this situation indefinitely after you 
select it. It will still be available as the last ver¬ 
sion you saved. Now we simply pick Situations 
from the Options menu, select our newly saved 
weather experience and go fly! 

You’re in for a bit of work here. Takeoff, 
climbout direct to Roberts VOR, switch to 
O’Hare VOR and cruise on up at 13000 feet. 
Reaching the VOR, descend outbound at O’Hare 
on the 350 radial to be at 5000 feet about 20 
miles out. Turn left back inbound, intercepting 
the 140 radial and transition to the ILS at about 
15 miles. Make a good approach and landing and 
congratulate yourself. 

If you do this right, you will have experienced 
the performance problems of high density alti¬ 
tude and windshear. You will have made an 
instrument climbout and broken out on top only 
to find thunderstorms in your path. You’ll make 
an instrument descent to a low minimum ILS. 

Do it all correctly and you’ve got a flight you can 
remember with pride. ^ 

John Nolan 



Center the needles and park there; with a 200 
foot ceiling and low visibility, you’re going to 
have to nail the approach or go around 
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Strip Poker Professional CD-ROM 

Settle in for a sizzling evening of STRIP POKER as this unique program pits 
your poker skills against gorgeous opponents, each with their own unique 
personality and style of play. And, the more chips you win, the more they 
take off! Our latest enhancements to this computer classic include state of 
the art digitized graphics using our exclusive CCG graphics technology, 
simultaneous play against up to three opponents, digitized speech (Sound 
Blaster compatible). Save Game and more! 

And now Artworx' Strip Poker Professional is available on CD-ROM, 
featuring awesome Hi-res graphics— 800x600 screen resolution with 256 
colors, and four captivating opponents. And, using the latest in 

CD-ROM technology, we are able to include an additional 24 opponents on 
this CD-ROM! They are available in groups of four and can be economically 
and conveniently ordered and immediately unlocked by placing a toll-free 
phone call! 

IBM CD-ROM: $49.95 — requires CD-ROM drive, 4 Meg RAM, 

Super VGA Graphics Card and monitor. 

New Rev B Disk Version! 


CD-ROM contains 24 additional opponents 
who can he purchased over the phone by 
calling a toll-free number. 


CD-ROM version features hi-res Super VGA 
graphics using our Crystal Clear Graphics! 


Strip Poker Professional 
Is Now Available 

On CD-ROM! 


We have updated the disk version of Strip Poker Professional with 
three brand new opponents: Janet, Sally and Carolyn, using our 

CCG graphics. 640x480 screen resolution. Requires Super VGA. 

IBM Strip Poker Professional Rev B: $49.95 
Rev B upgrade (requires SPX master disk): $19.00 

Strip Poker Data Disks 

Add more opponents to your STRIP POKER disk collection! 

Each DATA DISK has two new opponents to play against. 

Data Disks 1-14 (CCG graphics) are now available. 

DATA DISKS are $24.95 each. 



1844 Penfield Road Penfield, NY 14526 
(800) 828-6573 • (716) 385-6120 



Additional opponents are available for the 
disk version on optional Data Disks. 
Shown: Sara (DD#4), Annie (DD#3) and 
Rebecca (DD 412). 
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Across the Rhine 


A cross the Rhine (AtR) has been a 
long-awaited MicroProse product, 
designed to cover World War II tank 
combat in real-time from either the American 
or the German side (and yes, the Waffen SS is 
included). You get to choose your side by click¬ 
ing on a reproduction of the World War II 
recruiting posters (the US poster actually shows 
a tank destroyer, but what the hell). I was not 
pleased with the box. I expected to have a view 
of a US tank; instead it was German. If there is a 
German tank on the cover, it should have been 
in a Sherman’s sights, or on fire. I am a little 
tired of the current glorification of the German 
army. I played the US player for the review. 

AtR is a complex game. Only buy it if you 
own a 486 66mhz computer, or faster, and are 
willing to invest the time to learn the game. 

Load times will test your patience, even on a 
Pentium. Like most MicroProse games, AtR has 
thorough historical documentation. Players can 
follow the race across France in the path of the 
4th, 7th, or I Oth Armored Divisions or similar 
German formations. 

Unlike most other games, you can step in 
wherever you want to, from a platoon leader (a 
sergeant or lieutenant) to a battalion comman¬ 
der (a major). Battlefield success gets you the 
normal promotions and battles. I really like this 
feature, because I like to control companies and 
battalions more than I do single tanks. 

Scenario selection is unique. When entering 
the game, you can select one of the three 
armored divisions, and an arrow displays that 
unit’s path across France. To begin, you click on 
the path. The game then proceeds day by day, 
with a summary of actions in both theaters. 
Soon, your unit is required at the front and you 
go to battle. 

You may select from a variety of tank-mecha¬ 
nized task forces equipped with some of the 
many models of the Sherman. As usual, you may 
select from a variety of categories to make play 
easier or harder and more realistic. Following 
acceptance of an organization, you can accept 
the computer deployment or change it. 

The display, combining map and a 3-D view is 
unique and realistic, and fairly accurately repre¬ 
sents what a commander sees. It takes some 
getting used to, however. There is a “big pic¬ 
ture’’map at the top left, showing the locations 
and designations of units on the field. A second, 
close-up (and zoomable) map reveals a detailed 
representation of the terrain, and your tanks - 
without the designations. Unlike M I Tank 
Platoon or Steel Panthers, this window only 
shows platoons, not individual tanks. Yet anoth¬ 
er window shows the view from your tank. 

While players can hop from tank to tank to 
have more fun, if your tank gets hit, you’re out 
of the game! 

Orders are given from a small window/tool 
bar. You move the company by selecting the 
headquarters and selecting waypoints, much as in 
Harpoon. Unfortunately, you can only have four 
way points, and you only get to issue orders to 
your headquarters. Your subordinates follow the 
headquarters in a formation selected from 
another window. If you are a company comman¬ 


der or below, you don’t get to issue orders to 
any but your own units. Again, this is realistic, if 
a bit primitive in a game of this scope. 

Calling for artillery and air support is accom¬ 
plished from yet another window. If artillery is 
available then a marker appears, and the artillery 
falls on the target. In AtR, it is important to 
remember to place the artillery where the target 
will be when the artillery lands - only experience 
will be able to tell you exactly where to put it. 

The first person tank view is easily the most 
frustrating part of the game. The window is small, 
and apparently does not correspond to the map 
display scale (and there are no plans to fix it). I 
found this view very distracting. I couldn’t make it 
big enough to be able to see the battlefield clear¬ 
ly, and turret control is less than satisfactory, to 
say the least; I finally just minimized the window. I 
have yet to get into a tank-to-tank fight. 

Most troublesome is that the 3D first-person 
view is only out to 200 feet, thus virtually negat¬ 
ing any real-time tactical combat. Granted, WWII 
tanks didn’t have the range of an Ml with its tar¬ 
geting computers, but still, 200 feet is way short. 

Worse than that, the 3D terrain - which has 
been a persistent problem for many of 
MicroProse's past simulation releases - proves 
virtually useless for tactics once again. Tanks can 
fire through mountains at opponents, and hit 
(shades of F-l I7A and Gunship 2000). A 
major flaw, for most players. 

Reading the documentation intensively before 
play is a must. Groping for the operations manual 
in the middle of a tank duel is not conducive to 
survival. The control documentation, while exten¬ 
sive, is not as good as it could be; much time is 
spent over joystick control, for instance, some¬ 
thing which suggests more was planned for the 
first-person approach in the design than culminat¬ 
ed after the manual went to print (printing usually 
happens well before the software’s finished, indus¬ 
try-wide). The disjunction between manual and 
software capability is more severe in AtR than 
usual; though the historical documentation (and 
included CD video material) is first-rate. 

Even after a thorough read, it’ll still be hard to 
keep track of what’s going on. This is definitely 
not a command simulation for total control 
freaks! Many’s the time when you’ll see units on 
the map screens go up in flames, with little you 
can do to respond. More aggravating is the slow, 
blind, and often stupid response of the Al to 
command requests - both Universal Military 
Simulator II and Patriot excel compared with 
AtR in this respect. AtR’s Al is, however, much 
more unpredictable than either of the other 
mentioned titles’. 

Across the Rhine has a very steep learning 
curve, and requires intense study to master. Put 
enough time into the game and it could prove 
very enjoyable, however, despite the flaws. It’s 
certainly an ambitious, if still incomplete, pro¬ 
ject. 

Mike Robel 


Designed & Published by: MicroProse 
Platform: DOS 



Coordinating input from the variety of maps 
makes learning Harpoon II look like a breeze 



While it’s not useful for play, the 3D window 
often features some pretty amazing texture- 
mapped 3D graphics.Too bad they aren't partic 
ularly functional for gameplay 



As with previous MPS releases, there’s plenty on 
offer in the scenario and campaign departments 



Obviously the company spent a lot of time - 
too much - reinventing the wheel, or, er, 
Windows 
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CHIPS & BITS inc. 

Roleplaying Games PO Box 234 Dept 10447 Rochester, VT 05767 


ban ion rree io uroer: source 10447 

800 - 699-4263 

Fax 802-767-3382 Int’l 802-767-3033 
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GURPS FANTA¬ 
SY’ Welcome to 
the world of Yrth, a 
wondrous place 
populated by peo¬ 
ple snatched from 
our Earth by the 
cataclysmic 
Banestoim! Whole 
viages were trans¬ 
ported from such 
dwerse locales as 
medeval England. 
Yrth is a world 
where the 

Crusades aren’t 
ancient history 
they’re current 
events! SI 4 


THE VAMPIRE 


~ 'Jr Sf 

-W/'k 


lYt- t ± 


CHANGLING: 
THE DREAM¬ 
ING’ The gates 
of Arcadia, the 
original par¬ 
adise. are closed 
to us. Only the 
cities of humani¬ 
ty remain. With¬ 
out any aware¬ 
ness of our true 
nature, hu¬ 
mankind crush¬ 
es us beneath its 
banal heel. Joy 
and laughter are 
gone; only the 
Dreaming 
remains. SI 9 


Thr Wm wolf: The Apoulflw Trad iny (ird Gsrw 
UnllmltfJ EdWcr . 


‘RAGE’ This box 
contains a deck 
of 60 collectible 
trading cards 
from the unlimit¬ 
ed edition of 
Rage, along with 
a ruled booklet 
that explains 
how to use your 
deck to play a 
fast paced 
game of heroic 
combat. Each 
deck is pre¬ 
sorted to give 
you everything 
you need to 
start a game. $8 


RPG:FANTASY 


ROBOTECH’ 

The Robotech 
RPG series will 
go beyond sim¬ 
ply emulating 
the TV. show. 
You will have the 
unique opportu¬ 
nity to build onto 

9 


series. You will 
be able to create 
the intervening 9 
years between 
the destruction 
of the SDF-1 
and 2 and the 
launching of the 
SDF-3. S11 


*•" ‘ADVANCED 

Player’s Handbook DUNGEONS & 

DRAGONS 
PLAYERS 
HANDBOOK’ 

Create a mighty 
hero or crafty 
wizard, unique 
aspects of the 
elves, dwarves, 
halflings. and 
other fantasy 
races, all the 
weapons, 
armor, magical 
spells, and rules 
for thrilling battles 
against supernat¬ 
ural monsters! $18 


GUIDE’ “What 
are we? The 
damned childer 
of Caine? The 
grotesque lords 
of humanity? The 
pitiful wretches of 
eternal hell? We 
are the vampires, 
and that is 
enough. I which 
must be feared, 
worshipped and 
adored. The 

world is mine, 
now and forev¬ 
er!” SI 8 


GURPS 


Bestiary 

$14 

Bunnies & Burrows 

$14 

China 

$14 

Cliffhangers 

$11 

Deathwish 

$7 

Esponage 

$14 

Fantasy, 2nd Ed. 

$15 

GURPS Rulebook 

$16 

Hightech, 2nd Edition 

$14 

IOU 

$15 

Magic Items 2 

$14 

Martial Arts 

$13 

Martial Arts Adventures 

$14 

Operation Endgame 

$14 

Psionics 

$14 

RobinHood 

$14 

Supporting Cast 

$14 

Timeline 

$14 

Ultra-Tech, 2nd Ed. 

$14 

Vehicles 

$16 

HARNWORLD 


Castles of Ham 

$13 

Cities of Harn 

$17 

Dead of Winter 

$10 

Gods of Ham 

$13 

HamWorld 

$15 

Kiraz, the Lost City 

$10 

Nasty, Brutish & Short 

$13 

Shorkyne 

$22 

HARNMASTER 


HamPlayer 

$15 

Hammaster 

$15 

Pilots’ Almanac 

$15 

INDIANA JONES 


1 Jones&Gold Vampires 

$16 

1 Jones & Rising Sun 

$15 

Indiana Jones 

$25 

Raiders of Lost Ark SB 

$19 

PENDRAGON 


Blood & Lust 

$14 

Knights Adventurous 

$14 

Pendragon, 4th Ed. 

$19 

RIFTS 


Conversion Book each 

$16 

Dimension Book 1 

$13 

Juicer Up Rising 

$16 

Rifts Limited Edition HB 

$28 

Rifts 

$19 

Sourcebook 1 -3 each 

$11 

World Book 1 -9 each 

$13 

SKYREALMS OF JORUNE 

Scholari Pack 

$13 

Skyrealms of Jorune 

$16 

Sobayid Atlas 

$15 

WARHAMMER FANTASY 

Apocrypha Now! 

$11 

The Enemy Within V. 1 

$11 

Warhammer Fantasy 

$19 


Starter Deck/Booster Deck 
Doom Trooper $7/$2.50 

Guardians $9/$3 

Heresy $9/$3 

Legend of the 5 Rings $7/$3 
Middle Earth $9/$3 

Rage $8/$3 


Redemption 
Star Wars 


$9/$2 

$10/$3 






Dark Seed 2 

$52 

Dark Sun 

$54 

Dungeons & Dragons 

$52 

Entomorph 

$52 

1 Have No Mouth 

$52 

Kings Quest 7 

$58 

Legacy of Kain 

$59 

Myst 

$54 

Psychic Detective 

$54 

Romance 3 Kingdoms 4 

$58 


Dragonlance Chronicles $16 

Moreta: Dragonlady $24 

Neuromancer $24 

People of the Fire $16 

Queen of the Damned $16 

Star Trek: TNG: Imzad $17 

Star Wars Dark Empire $17 

Teklords $16 

The Hobbit $23 

The Vampire Lestat $16 


AD&D 2ND EDITION 

Dungeon Msters Guide $15 

Monstrous Manual $19 

Players Hbook Revised $18 

AD&D Accessories 
Chronomancer $11 

City Sites $11 

Country Sites $11 

DM’s Screen $6 

Dungeons of Mystery $15 

Encyclopedia Magica 4 $18 

AD&D Adventures 
Cleric’s Challenge 2 $6 

Labyrinth of Madness $9 

Temple, Tower & Tomb $6 

AD&D Audio Adventure 
Hail the Heroes $12 

Joshuan’s Almanac $11 

Night of the Vampire $12 

Red Steel Cmpaign Exp $22 

Track of the Creature $12 

Track of the Vampire $13 

AD&D Birthright 
Birthright: Lgcy of Kings $25 

Cities of the Sun $15 

Domain Sourcebooks ea $7 

llien Player Domain SB $7 

Medoere Plyr Domain SB $7 

Sward & Crown $8 

Taline Player Domain SB $7 

Tuomen Plyr Domain SB $7 

Warkock of the Stonecrown$10 
AD&D DM’s Accessories 
Complete Bk of Villains $15 

Creative Campaigning $12 

Dungeon Mstr Rulebook $16 

AD&D Dark Sun Accessory 
Complete Gladiator $13 

Dark Sun Boxed Set $17 

Fall of the Dragon King $25 

Veiled Alliance $10 

AD&D Dark Sun Adventures 
Arcane Shadows $12 

Dragon’s Crown Advntre $19 

Marauders of Nibenay $13 

Windriders of Jag Cliffs $13 

AD&D Dark Sun Sourcebk 
City By The Silt Sea $19 

Dragon Kings $16 

Ivory Triangle Cmp Exp $16 

Will and the Way $12 

AD&D FR Adventures 
Dwarves Deep $8 

Endless Armies $6 

Marco Volo’s Journey $6 

Ronin Challenge $9 

Return to Randal Mom $6 

Secret of Spiderhount $6 

The Sword of the Dales $6 


AD&D FR Boxed Sets 


Elminster’s Ecologies $19 

FRealms Campaign $22 

Horde $15 

Maztica FR Setting $16 

Menzoberranzan $22 

Ruins of Myth Drannor $16 

Ruins of Undermntn 2 $19 

AD&D FR Sourcebooks 
Aurora’s Whole Rims Cat $8 
Code of the Harpers $13 
Dalelands $9 

Volo’s Guide to Cormyr $11 
AD&D Historical Reference 
Age of Hero’s $15 

Crusades $8 

Mighty Fortress Campaing $12 
Vikings $12 

Monstrous Compendium 
Birthright:LK; Bk of Mnstr $15 
Fiend Folio Creatures $10 
Monstrous Cmpendium $15 
Mystara Monstrous Cmp $15 
Outer Planes Creatures $11 
Plnescpe Mnstrs Cmp 2 $15 

Ravenloft Appendix 3 $15 

Spelljammer Creatures 1 $9 

AD&D Planescape 
Campaign Setting $25 

Eternal Bounty $9 

Planes of Chaos Boxed $22 
Planes of Conflict $25 

AD&D Players Accessory 
Complete Handbooks ea $15 
Players Packs each $16 
Players Screans each $6 
AD&D Ravenloft 
Gothic Earth Gazetteer $16 
Nightmare Lands $16 

Ravenloft Cmpgn Settng $25 
ARS MAGICA 

Ars Magica 3rd Edition $19 
Mythic Europe $15 

Mythic Places $9 

Wizard’s Grimoire $15 

CASTLE FALKENSTEIN 
Castle Falkenstein SC $19 
Comme II Faut $12 

Lost Note of L. Da Vinci $14 
DICE POLY MEGATUBES 
Opaque Set Assorted $3 
Pearlescent Set Assorted $6 
Transparent Set Assorted $5 
Twinkle Set Assorted $6 

MERP 2 

Accessory Pack $14 

Campaign Guide & Map $16 
MERP2 Softcover $16 

Treasure of Middle Earth $16 


Advanced HeroQuest 

BattleTech 

Blood Berets 

Cosmic Encounter 

Dragon Quest 

Gateway to the Stars 

Hacker 2 

Magic Realm 

Mighty Empires 

Roadkill 

Space Marine 

Star Fleet Battles 

Star Wars Starter Deck 

Talisman 

Titan 

Warhammer Fantasy 
Warhammer Quest 
Wizards Quest 
Warhammer 40,000 


$42 

$19 

$29 

$29 

$19 

$22 

$16 

$23 

$42 

$19 

$49 

$25 

$9 

$44 

$23 

$48 

$47 

$17 

$47 


AD&D Collectors Pack 
Alien Legacy 
Battles in Time 
Berserker 
Dragon’s Lair 2 
Dungeon Keeper 
Elder Scrolls 2 
Empire 2 
Gabriel Knight 2 
Knights of Xentar 
Lords of Midnight 
Magic the Gathering 
Phantasmagoria 
Quest for Glory 5 
Ravenloft 2 
Realms of Arkania 3 
Rings of Medusa 
Star Trek: Deep Space 9 
Star Trek:TNG: F Unity 
Stonekeep 
Thunderscape 
Ultima 9 

Ultimate Fantasy 
Warcraft 2 
Warhammer 40k 
Warhammer Fantasy 
Whitchhaven 
Wooden Ships/Iron Men 


$35 

$39 

$35 

$48 

$39 

$48 

$48 

$34 

$48 

$34 

$48 

$41 

$53 

$44 

$46 

$46 

$23 

$41 

$46 

$44 

$44 

$52 

$39 

$46 

$44 

$44 

$46 

$34 


7th Guest 2: 11th Hour 
AD&D Slayer 
Death Keep 
Golden Gate 
Kingdom: Far Reaches 
Lost Eden 
Psychic Detective 


$54 

$52 

$49 

$52 

$46 

$32 

$52 


Dark Seed 
Dark Sun 

Dragons of Square Tble 
Dungeons & Dragons 
Myst 

Romance 3 Kingdoms 4 
Split Realities 


$54 

$54 

$54 

$52 

$52 

$58 

$52 


CALL OF CTHUHLU 


1990’s Handbook $11 

Arkham Unveiled $16 

At your Door $13 

Blood Brother 1 or 2 ea $15 

Cairo Guidebook $10 

Call of Cthulhu. 5th Ed. $16 

Coming Full Circle $12 

Creatures of Dreamland $13 

Cthulhu Casebook $15 

Cthulhu Now! $13 

Dark Designs $14 

Devil’s Children $8 

Dire Documents $7 

Dreanland,2nd Edition $13 

Encyclopedia Cthulhiana $9 

End of the World $14 

Fearfull Pages $14 

Grace Under Pressures $6 

Great Old Ones $13 

Gronrock Isle $15 

Horror on the Orient Exprss$29 
In the Time Of Lovecraft $7 

Investigator Sheets (45) $7 

Investigator Campaign $10 

Investigator Cmpnion 2 $10 

Keeper’s Compendium $11 

Keeper’s Screen $12 

King of Chicago $10 

London Guidebook $10 

Lurking Fears $15 

Miskatonic University $10 

Of Keys and Gates $6 

Sacraments of Evil $14 

Secret Societies $14 

Serpent Moon $16 

Strange Aeons $11 

Taint of Madness $16 

The Golden Dawn $13 

The Stars Are Right $15 

Thing at the Threshold $13 

Walker in the Wastes $17 

Ye Book of Monstres $10 

CHILL 

Accessory Pack $12 

Apparitions $12 

Chill Hardbound $19 

Chill Softcover $16 

Chilled to the Bone $9 

Companion Softcover $12 

Companion $15 

Horrors of N America $12 

Lycanthropes $12 

The Beast Within $16 

Things $14 

Undead & Buried $9 

Vampires $12 

Veil of Flesh $9 

Voodoo Sou rcebook $ 12 


NEPHILIM 

Character Dossiers $8 

Chronicle of Awakening $14 

Gamemaster’s Veil $12 

Mystery of Srpnt Mound $14 

Nephilim $18 

Secret Societies $14 

CHANGELING 

Book of Secrets $15 

Changeling $19 

GURPS HORROR 
Creatures of the Night $14 

CthuIhuPunk $16 

Horror $14 

MageThe Ascension $16 

Vampire Companion $16 

Vampire: Masquerade $16 

Werewolf: Apocalypse $ 16 
MAGE 

Ascention’s Right Hand $13 

Book of Madness $13 

Book of Shadows $15 

Chantry Book $15 

Chaos Factor $13 

Digital Web $13 

Loom of Fate $10 

Mage $19 

Mage Tarot Deck $20 

Michael Kaluta Portfolio $14 

Sons of Ether $10 

Storyteller’s Screen $8 

Technocracy: Iteration X $10 

Technocracy:Progentors $10 

Verbena $10 

Virtual Adepts Tradition $ 10 

VAMPIRE 

Clan Book: setilite $10 

Storyteller's Handbook $15 

The Inquisition $10 

Vampire, 2nd Ed. $19 

Vampire Players Guide $18 

WEREWOLF 

Book of the Wyrm $13 

Dark Aliance Vancouver $13 

Drums Around the Fire $8 

GM Screen $10 

Monkey Wrench: Pentex $10 

Players Guide to Werewolf $15 

Trail Books each $10 

Werewolf, 2nd Ed. $19 

WORLD OF DARKNESS 
Gypsies $13 

Mummy $11 

World of Darkness $13 

WRAITH 

Character's Kit $10 

Storyteller’s Screen $10 

The Hierarchy $10 

Wraith $19 


CYBERPUNK 2020 


Cybergeneration $15 

Cyberpunk 2020 $16 

Cybersheets $6 

Reference Guide $10 

EARTHDAWN 

Barsaive Campaign Set $19 

Earthdawn Softcover $17 

Gamemasters Pack $12 

Sky Point & Vi vane Set $19 

FLOATING VAGABOND 
Adventure w/No Name $12 

Bar Wars $12 

Floating Vagabond $12 

Hypercad 54 $12 

The Reich Stuff $12 

Where’s George $13 

GURPS SCI-FI 

Aliens $14 

Atomic Horror $14 

Cyberpunk Adventures $14 

Cyberpunk $14 

For love of Mother-Not $8 

Lensmen $14 

Robots $14 

Time Travel $14 

War Against the Chtorr $14 

MECHWARRIOR 
Mechwarrior 2nd Ed $13 

SPACE 1889 

Beastmen of Mars $6 

Canal Priests of Mars $6 

Caravans of Mars $6 

Cloud Captains of Mars $6 

Cloudships & Gunboats $10 

Conklin’s Atlas $8 

Ironclads & Ether Flyers $9 

Referee’s Screen $8 

Sky Galleons of Mars $19 

Space 1889 Rules $20 

Steppelords of Mars $6 

Tales from the Ether $6 

STAR WARS 

Black Ice Adventure $10 

Classic Campaigns $13 

Dark Force Rising $15 

Galaxy Guide 2 $13 

Game Masters Handbook $15 

Imperial Sourcebook $18 

Jedi’s Honor $12 

Miniatures Rules $15 

Star Wars Sourcebook $18 

The Jedi’s Sourcebook $19 

Wanted By Crecken $13 

TORG 

Kanawa Land Vehicles $11 

Kanawa Weapons each $11 

Ravagons $13 

Torg: Possibility Wars $25 


CARD GAMES 


PLAYSTATION 


BOOKS ON TAPE 


SATURN 


3DO 


BOARDGAMES 


RPG:FANTASY 


PC CD-ROM 


RPG: HORROR 


RPG: SCI-FI 


RPG: HORROR 


RPG:FANTASY 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require additional shipping charges. Visa, MC and Discover accept¬ 
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Preview 
NHL Hockey ‘96 
EA Sports 


When you have the best hockey game on 
the planet, what do you do for an encore? You 
take everything that was already good and 
make it better, which means the yardstick will 
be raised even higher. Such would appear to 
be the case with EA Sports ’latest version of 
NHL Hockey, which, even in pre-alpha form, 
is just outright better than all of the other 
hockey games out there. 

It starts in the rink. EA Sports has now 
decided to create 3D stadium models for all of 
their sports games (including the upcoming 
FIFA Soccer ‘96 and NBA Live ‘96) which 
allows a free-floating camera, instead of the 
static ones of the past. Overall there are eight 
different cameras, from behind the net to head 
cameras; when you switch them the movement 
is immediate. It’s as if the cameras were 
mounted on cranes; you move the camera from 
location to location without turning it off. It’s 
a fantastic effect. 

In addition to the cameras, the stadiums 
feature full texture mapping (which can be 
turned off for slower machines) and both high 
and low resolution modes. The players are 
much bigger now, and actually resemble real 
players (motion capture was used on real 
hockey players for accurate animation). All of 
the team logos and jerseys are correct, as are 
the player numbers (yes, the players are big 
enough to read their jerseys). The players also 
cast shadows, which adds yet another level of 
realism. 

As for gameplay, EA didn’t mess too much 
with a good thing, but fighting is back in for 
the pugilist in us all. You can control goalies 
manually (probably recommended only for 
those who possess God-like reflexes), and 
players move as a team with set formations, 
just like they do in real hockey. Finally, 
modem play has been added. 




The audio throughout the game is CD quali¬ 
ty, with a rockin’ soundtrack over the inter¬ 
face. The in-game audio is fantastic, with a 
realistic echo/reverb effect when the puck 
strikes the boards. The crowd noise is appro¬ 
priate; there are plenty of “rah rah” chants, 
and the announcers now call players by name 
rather than jersey number. 

NHL Hockey ‘96 should be out just in time 
for the next hockey season. 

Steve Bauman 


Preview 
Hardball 5 
Accolade 


Already? It seems like it was just yesterday 
we fired up Hardball 4 for the first time, and 
now the boys of summer at Accolade have 
already fired off another Hardball. The fifth 
version of this arcade classic, cleverly called 
Hardball 5, promises to include more simula¬ 
tion technology in the design, hopefully not at 
the expense of pure arcade fun. 



The most noticeable visual change to the 
design is that the designers have placed the 
camera view closer to the plate when you’re 
batting. This makes those digitized players 
mighty big, with more fielder animations 
planned. The game will come with all 28 cur¬ 
rent stadiums, as well as 12 classics of yester¬ 
year. 

Included are over 50 new statistical cate¬ 
gories (planned), 40-man rosters, active and 
disabled lists and minor leagues. There will be 
10 skill levels for players, from arcade to full 
simulation. 

With all digital music, the eternally popular 
A1 Michaels calling the action, all of the 1995 
MLBPA players and the smooth arcade action 
that this series is known for, look for 
Hardball 5 to at least be a ground rule double 
when released around World Series time. 

Steve Bauman 



Taking an innovative approach to the computer¬ 
ized golfing game is Lyriq International s Picture 
Perfect Golf. Not content with plunking animated 
course representations on the screen, PPG goes for 
the full pull, giving armchair golfers actual photog¬ 
raphy through which to ply their hobby. There’s no 
heavy animation here - instead gamers will see pic¬ 
ture after picture of a real life championship course. 

But this isn’t the only area in which PPG distin¬ 
guishes itself from the horde of golfing sims - this 
game also introduces us to “virtual golf.” Whether to 
negate the work and expense of building an animat¬ 
ed on-screen golfer, or as a purposeful attempt to 
create a first person perspective remains unknown, 
but PPG lets us view proceedings from the eyes of 
the player. With real photos and a new perspective 
on things, PPG gameplay is both interesting and 
quite unusual. 

It’s all very noticeable right from the very first 
swing. There is no miniature duffer on screen swing¬ 
ing away to the gamer’s instructions, and the striking 
visual reality of actual photography on each fairway 
and green will be oh so impressive to veterans of 
other golfing products. 

The sheer number of photos is quite impressive, 
taken from virtually every spot a ball could possibly 
end up. I found that even a slight variation in ball lie 
brought up a different picture, and that’s why nearly 
400 MB of CD space is usurped by the photography 
of the game’s single course, Hilton Head. Sadly, 2D 
photos don’t always represent elevation and distance 
quite as well as animation tricks and textures might, 
and gamers may well be wishing for a fly-by or a 
Links-like grid here and there. They won’t get it. 

Shot-making, meanwhile, takes a little adapta¬ 
tion. Although the mechanics don’t differ much 
from games such as Links (yes, that means another 
visit from the infamous “swing indicator”), it is at 
first somewhat disconcerting to watch a tiny white 
sphere fly out from the base of an otherwise static 
image. You won’t see the follow-through of two 



■ ■ 148 


Strategy Plus 





























































HARLAN ELLISON 



i i » \ \ I i \ \ \ 


FIVE DAMNED SOULS: Trapped in the bowels of an insane computer for the past hundred 
and nine years ■Gorrister the suicidal loner ■ Benny the mutilated brute ■ Ellen the hysterical 
phobic*Nimdok the secretive sadist■ Ted the cynical paranoid 

Jn I I lifeta ___ 

ONE CHALLENGE: The adventure plunges you into the tortured and hidden past of the 
five humans* Delve into their darkest fears* Dutwit the master computer AM in a game 
of psychological warfare*Disturbing*Compelling*An adventure you won't easily forget!!! 



fep * 






]A ^4k Summer 1395 

For MS-DOS. 

* and Macintosh 


CYBERDREAMS* 


Reader Service No. 40 


23586 Calabasas Road. Suite 102, Calabasas. California 91302 Telephone (818) 223-9990 


Cyberdreams is a registered trademark of Cyberdreams. Inc.. Artwork c) 1995 Barclay Shaw. 

I Have No Mouth, and I Must Scream Copyright'^ 1367. renewed' r -‘ 1395 by Harlan Ellison.Sreen shots'^ 1995 Cyberdreams. Inc. 



DISTRIBUTED BY 


MCiM IN I l llACTIVt 








...SPORTS WIRE...SPORTSWIRE...SPORTSWIRE...SPORTSWIRE...SPORTSW 



arms and a club as a lengthy tec shot is attempted, 
nor is there any mobility to the screen. Yet after a 
few holes, the whole thing gets to feel pretty natural. 

Unfortunately, the real-life photography idea that 
sets this game apart can also be its downfall. At 
times, the supposedly 3-D ball flight pattern simply 
doesn't come off smoothly and realistically within a 
2-D background, the ball never actually bounces off 
objects such as trees, and photography, quite simply, 
doesn't look as colorfully pretty as cutting edge ani¬ 
mation. 

PPG does have its own little luxuries, such as 
head-to-head vs. solo play, post-game printouts, a 
vocally enthusiastic group of playing partners, and 
both a driving range and putting green for those who 
need the practice - like me. PPG is also compatible 
with infrared golf clubs for those who just can’t go 
golfing without some real motion, and of course, 
club selection, a wind indicator, and top views of 
each hole are present and accounted for. Finally, 
those 280+ yard drives that have become almost 
commonplace to Links pros just aren’t as easy to 
come by in the PPG environment, making this a 
more challenging exercise. 

Although PPG ships with but one course, Lyriq 
plans to make add-on courses available every three 
months or so, and Coeur d’Alene is the first to 
make an appearance on store shelves. Remember, 
there will be no fantasy courses here, as it's dam dif¬ 
ficult taking photos of something that simply does 
not exist. 

In real life. The Coeur d’Alene is regarded as 
one of America’s most breathtaking courses. 
Surrounded by mountains and on the banks of 
Lake Coeur d’Alene, it’s a stunning, but not overly 
taxing facility. 

In PPG. Coeur d’Alene is much the same, with 
wonderful photography doing as much justice to 
nature as can be expected from a 2-D picture. As is 
the case with Hilton Head, PPG ball flight 
mechanics and depth of field perception range 
from questionable to fairly good, but if PPG is 
your game, Coeur d’Alene should be on your 
shopping list. 

It’s a fairly mundane opening to be sure, but 
mid-course Coeur d’Alene is chock full of memo¬ 
rable holes. Hole Six features a raised tee, sunken 
green, and a backdrop of lake and mountains for a 
truly awe-inspiring sense of elevation that trans¬ 
lates well to the PPG world. 

The 11 th hole features a creek framed green, the 
13th too shots over water, while the 14th’s floating 
man-made green must be considered one of the 
most unusual golfing experiences on earth. In real 
life, a successful tee shot on the 14th means the 
golfer is ferried to the island for his final shots, 
and I found it disappointing that this procedure was 
not somehow visually depicted in the program. 

Nevertheless, Coeur d’Alene sports a sense of 
drama that was somehow missing at Hilton Head. 
Remember, you need the original PPG program to 
get on course at Coeur d’Alene. 

Gordon Goble 


Review 

Rugby World Cup 1995 
EA Sports 


There was a flood in 1995. It was a people 
flood, and it drained out in South Africa, as Rugby 
fans the world over took the trek to the site of this 
year’s World Cup. 

An immensely popular game in most earthly 
nations, Rugby, like soccer, has splashed up against 
North American soil, only to be beaten back by 
home-grown sporting pursuits. That’s a shame, 
because once the basic fundamentals of “Rugger” 
are understood, it makes for one hell of an enter¬ 
taining spectacle. 

Rugby is a “pure” sport, played in rough and 
tumble fashion on a grassy field by sturdy young 
men who dare to wear no padding, and Electronic 
Arts has successfully brought its visual and tactical 
joys to the computer with Rugby World Cup 
1995. To be sure, Rugbv is a little rough around 
the edges, and there really isn’t much in the way of 
direct competition, but sport sim fans with the will 
to learn (football addicts in particular) may well 
get caught up in this very playable representation. 

Looking a little like some soccer sims we’ve 
come to know and love, Rugbv features a panning 
ball-following camera which provides a diagonal 
view on happenings up and down the field. Player 
control involves a tricky but ultimately rewarding 
manipulation of both gamepad/joystick and key¬ 
board keys, and this will extend the learning curve 
even further for those unfamiliar with basic game 
rules and strategy. When it all finally comes togeth¬ 
er, get ready for some late nights and hard tackles. 

Rugby features small but very realistic 3-D ani¬ 
mated players who are both intelligent and quite 
variable in their movements. I won’t go into a com¬ 
plete dissertation on the whys and wherefores of 
the sport, but suffice it to say that Rugby artificial 
intelligence is quite good, with on-screen partici¬ 
pants kicking, passing and running the ball when 
they should. Even without the ball, players behave 
with admirable smarts, lining up, “marking” the 
opposition, and moving to open space for counter 
plays at the appropriate times. 

Within a few hours, Rugby had me thoroughly 
addicted, while giving me an appreciation for the 
game that neither television or live exhibitions have 
been able to do. Mucks, scrums, line-outs, tactical 
kicking and back-passing are all here and sensibly 
enacted. The game moves quickly and so does the 
computer opposition so those who think they won’t 
need to learn all the intricacies of ball movement 
are dead wrong. 

Set kicking plays, such as kick-offs and conver¬ 
sions bring up a “kicking meter” that works like 
the Links “swing meter”, and it all combines to 
force the gamer to really consider what gets 
clicked or depressed at any one time. Does the 
action get feverish? You bet. 




Rugby, marketed as the only official World Cup 
1995 simulation, showcases the sixteen teams and 
players that qualified for this year’s big event. Each 
team and player is evaluated in a total of eight cate¬ 
gories: kicking, running, stamina, passing, 
strength, weight, tackling, and an overall rating. 
Newcomers would be well advised to command a 
powerhouse squad such as South Africa, while 
choosing, say, the Ivory Coast as an opponent, 
since everyone certainly behaves as advertised. 

On the field, jerseys are colored appropriately 
but are not numbered, so how does one tell the 
greats from the pretenders? Fortunately, Rugby has 
an announcer who not only mentions players by 
name, but offers some keen insight into just about 
every occurrence as well. He got a little too keen 
for me, when, just after I had mistakenly instructed 
my man to attempt a scoring kick from his own 22 
meter line, he informed the crowd in his most cyni¬ 
cal British style that it was “Astonishing to have 
tried a penalty kick from that spot.” 

When a game has you throwing your arms in 
the air and cheering in concert with its digital 
crowd, its programmers have done something right. 
Such is the case with Rugby World Cup 95. 

Gordon Goble 


Preview 

Old Time Baseball 
Stormfront Studios 


Just how would Babe Ruth, Ty Cobb and 
Ted Williams have fared against, say, Randy 
Johnson’s 100 MPH fastball? We’ll never 
really know, but Stormfront's upcoming 
stand-alone game Old Time Baseball will 
allow you to simulate such encounters [note: 
Tony La Russa 3 would be required to 
import statistics for Randy Johnson and 
other current major leaguers]. 

This is a fantastic idea for a game. 

They’ve taken the Tony La Russa 3 engine 
and added 12,000 historical players (every 
team and player from 1871 through 1981) 
and plunked them down in painstakingly 
detailed renderings of sixteen old stadiums 
(taken often times from the original blue¬ 
prints). 

A new feature called the Time Machine 
will allow players to simulate all of the con¬ 
ditions of every baseball era. It will make 
mathematical adjustments for the changing 
conditions of various time periods (which 
would take into account technology advance¬ 
ments in gloves, balls and bats). 

The play-by-play will be provided by Curt 
Gowdy and Mel Allen, and the game will 
feature numerous period portraits of the 
players in period style (don’t expect every 
player - some probably don’t even have pho¬ 
tos in any baseball archives!). 

Steve Bauman 
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IS SO HOT THEY WON’T LET US 

SHOW IT TO YOU. 
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2-Disc 
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Play Intimate Possibilities and participate in our 35 hot, intimate 
encounters! There are literally thousands of possible storylines with 
the exclusive company of 4 eager female hardbodies exposing 15 


erotic tropical locations in this 2 1/2 hour VR Ci 


TM 


interactive experience. We broke all the rules and defied most 
laws of physics in creating the most talked about game of 1995. 




i n t e r n c t i u e c i n e m h 

Reader Service No. 151 

1 - 800 - 714-7349 

Quicktime and the Quicktime Logo are trademarks of 
Apple Computer, Inc. used under license. 


Free! 




The making of Intimate Possibilities 

bloopers VHS tape is absolutely free 
with every order. The hilarious, behind 
the scenes activities, foul-ups, bloops 
and blunders have been top secret and 
unavailable to the public...until now! 
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GREY WOLF’ is 

commissioned 
for service, and 
you have been 
selected to cap¬ 
tain the ship! 
Your mission is 
to patrol the 
Atlantic and 
accomplish the 
impossible. Stop 
the convoys, 
avoid the des¬ 
troyers, frigates, 
depth charges, 
and the big guns 
from the battle¬ 
ships. CD $26 


ADVANCED CIVI¬ 
LIZATION’ You start 
at the dawn of histo¬ 
ry and lead your 
society through the 
mists of time to the 
age of the civilized 
state (8000 B.C. to 
250B.C.).TTie object 
is to gain an overall 
advancement in 
which cultural, eco¬ 
nomic, and political 
factors are para¬ 
mount. Up to 8 play¬ 
ers can play on line 
using simultaneous 
movement. CD $34 


WORLD CIRCUIT RACING: GRAND PRIX 2’ Fend off 
challengers at Monaco or blast down the straightaway 
at Monza! Real tracks, real teams, real cars, real spon¬ 
sors all in breathtaking, lifelike graphics. CD $41 




D-DAY: AMERI¬ 
CA INVADES’ 

This game 

includes a classic 
scenario from the 
original Utah 
Beach game, plus 
all new graphics, 
updated troop 
data and maps, 
improved game 
mechanics play 
by E-Mail and a 
campaign game 
that combines the 
bloody 
Utah/Omaha 
landings. CD $39 


‘UNDER A 
KILLING MOON’ 

Transports you 
to the virtual 
world of the 
feisty detective 
Tex Murphy. New 
features allow 
you to save and 
splice scenes 
together. An 
amazing level of 
detail & freedom 
of movement 
make this game 
visually and 
aurally stun¬ 
ning. CD $39 


THE DIG’ A team of astronauts are mysteriously transported to 
an alien world where they uncover artifacts of an ancient, yet 
advanced civilization. They must sift through the mins and assem¬ 
ble the necessary technology to take them home. CD $44 


IBM HARDWARE 

1 

IBM HARDWARE 

1 

IBM HARDWARE 

1 

IBM ACTION 

1 

IBM ADVENTURE 

i 

IBM ADVENTURE 


AUDIO HARDWARE 

AdLib Sound Card $29 
Advanced Gravis ACE $79 
Altec ACS 150 Swfr $109 
Altec ACS 3 Spkr Sstm $179 
Altec ACS 300.1 & Swfr $199 
Altec ACS 500 Spkr $349 
Altec ACS 53 Spkrs $139 
Audiophile Ref 30 A $189 
Audiophile SW 20 A Swfr $139 


EZ Sound $10 

Jazz J Spkrs Call 

Koss HD Spkrs Call 

Labtec CS Spkrs Call 

Pro Audio Spectrum Plus $89 
SB 16 MCD (ASP) $172 
SB 16 MCD (N ASP!!) $138 
SB 16 Value $95 

SB 32 AWE $263 

SB 32 AWE Value Ed. $159 
SB Pro Value $74 

SB Value $57 

SG BX2 WSpkrs $29 

SG NX2 WSpkrs $49 

SG NXPRO 16 Multi-M $299 
SG NXPRO 16 wSCSI $139 
SG NXPRO Multi-M Kit $199 
Sound Man Wave $125 

Sound Scape 16 Bit $159 

Stealth 64 2 MB RAM $201 


Yamaha SBS 300 Spkrs $88 
VIDEO HARDWARE 

SpeedStar Pro B Card $179 
Speedstar Gmes Kit ea$169 
Vivid 3D Plus Sound $72 
Vivid 3D Pro $105 

Vivid 3D Studio $105 


CD ROM HARDWARE 

4 Plex Quad Speed $429 
Digital Edge 3x Int CD $699 
Mitsumi Quad Speed $215 
NEC 4XE Multispin Ext $489 
NEC 4xi M-spin w/l-face $489 
NEC Multispin 6xi $479 
Plextor 4 Plex 4x lntw/c$439 
Plextor 4 Plex 4x Int $329 
Plextor 6 Plex 6x Int $529 
SB Discovery CD 16 $249 

SB Gameblaster CD 16$379 
SB Omni CD (2X) Ext $369 
SB Omni CD (4X) $412 

SB Omni CD Drive (2X) $207 
SBOmni CD Drive (3X) $329 
Teac Super Quad (4X) $220 
CONTROLLERS 


American Laser Gun 

$43 

Auto Cockpit 

$159 

Batter Up: V Baseball 

$52 

CH F-16 Combatstick 

$63 

CH F-16 Fighterstick 

$95 

CH F-16 Flightstick 

$39 

CH Flight Stick Pro 

$54 

CH Mach 3 Joystick 

$25 

CH Pedals 

$46 

CH Pro Pedals 

$74 

CH Pro Throttle 

$79 

CH Throttle 

$63 

CH Trackball Pro 

$85 

CH Virtual Pilot Pro 

$75 

Cyberman 

$46 

Dolphin Virtual Helm 

$139 

Flight Cockpit 

$219 

CH Flight Stick 

$31 

Game View 

$99 


CONTROLLERS 

Game Zapper $47 

Gravis Anolog Pro Jstick $33 
Gravis Eliminator G-card$19 
Gravis Firebird $59 

Gravis PC Game Pad $19 
Head-to-Head Cable $24 
Jet Stick $24 

Joyswitch $38 

Logitech TrackMan Live$139 
Logitech WingMan $26 
Logitech WingMan Ext $45 
M-soft Natural K-board $91 
Notebook Gameport $42 
PC Virtual Golf Club $119 
Spaceball Avenger Ctrlr $139 
Suncom FI 5 Eagle $119 
Suncom FI 5 Hawk $41 
Suncom FI 5 Raptor $52 
Suncom FI 5 Talon $77 
Suncom SFX Cntrlr w/sw $24 
TM Driving System T1 $110 
TM Driving System T2 $110 
TM F16TQS (Throttle) $110 
TM FCS Pro $99 

TM FLC System (FI 6) $110 
TM Flight Systm Mark II $59 
TM Game Card (ACM) $25 
TM MK2 Flight Sys Bun $64 
TM Pro Play Golf Sys $559 
TM Rudder System $99 
TM Weapn Syst Mark 2 $89 
TM XL Action Controller $24 
TM XLC Joystick Bundle $44 
Total Control Virt Cntrlr $29 
Universal Cockpit $219 
VFX 1 VR Headgear $949 


1001 Nghts of Doom CD $19 


4X Frenzy CD $48 

Castle Wolfenstein CD $24 
C Wolfenstein 3D Msn 2 $19 
DIZone 1 or 2 CD each $24 
Death Day CD $14 

Doom 1 & 2 Toolkit CD $12 
Doom 2 Collectors CD $52 
Doom 2: Hell on Earth $39 
Doom 2 CD $43 

Doom 2 Missions CD $22 
Doom Accessory Pk CD $19 
Doom Helper 1 CD $22 
Doom Helper 2 CD $18 
Doom Ware 1 CD $25 
Doomsday Collect CD $12 
Duke Nukem 3D $35 

Hurl CD $26 

Magic Carpet 2 CD $44 
Magic Carpet Data CD $22 
Magic Carpet Plus CD $43 
Maximum Roadkill CD $42 
Nerves of Steel CD $22 
Quarantine CD $25 

Rise of the Triad $34 

Road Warrior CD $30 

Ruins CD $44 

Shadow Warrior CD $44 
Skull Cracker CD $41 
Space Hulk 2 CD $40 
Star Trek Generation CD$41 
System Shock CD $47 
Tek War CD $46 

Tek War Special Edit CD $52 
Twisted Metal CD $42 
Ultimate Doom or CD $31 
Warhammer 40K CD $44 


10th Planet CD $44 

7th Guest 2: 11th Hr CD $53 
7th Guest CD $44 

Adlib Gold Sound Card $99 
Adrenaline Factor CD $35 
Adv of Willie Beamish CD$24 
Alien Alley CD $44 

Alien Alliance CD $48 

Alien Trilogy CD $46 

Alien Virus CD $38 

Aliens CD $44 

Alone in the Dark CD $28 
Alone in the Dark 2 $25 

Alone in the Dark 2 CD $40 
Alone in the Dark 3 CD $44 
Archangel CD $24 

Atmosfear WIN CD $28 
Beneath a Steel Sky CD $28 
Big Red Adventure CD $40 
BioHazard Five CD $47 
Bioforge CD $44 

Black Diamond CD $44 
Blackthorne $28 

Blackthorne CD $28 

Blake Stone $29 

Blake Stone CD $28 

Blind Date CD $25 

Bloodnet CD $41 

Bloodwings CD $44 

Blown Away WIN CD $39 
Blue Force: Next of Kin $19 
Body Count CD $29 

BrainDead 13 CD $38 

Buccaneers CD $48 

Bureau 13 CD $33 

Burn Cycle CD $39 

Cadillacs & Dino’s CD $49 


Calia 2095 CD $47 

Champions of Krynn CD $16 

Chronomaster CD $47 

City 2000 CD $19 

Commander Blood CD $39 

Commander Keen $19 

Companions of Xanth $32 

Companion of Xanth CD $33 

Conspiracy CD $30 

Corridor 7 CD $29 

Creation CD $52 

Creature Shock CD $25 

Critical Path WIN CD $19 

Crossfire CD $44 

Cyberia CD $45 

Cyberia 2 CD $48 

Cybermage CD $44 

Cyberwar CD $48 

Daedalus Encounter CD $47 

Damnesia CD $36 

Damocles $36 

Damocles CD $35 

Dark Forces CD $47 

Dark Seed CD $29 

Darker CD $36 

Darkseed 2 CD $42 

Day of the Tentacle $14 

Day of the Tentacle CD $14 
Death Gate CD $34 

Defcon 0 CD $39 

Depth Dwellers CD $29 

Dinonauts CD $29 

Discworld $35 

Discworld CD $35 

Dracula $32 

Dracula Unleashed CD $28 

Dune CD $29 
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FREE GAME OFFER* 

See details below 




WARCRAFT 2’ 

Return to the 
world of Warcraft, 
where the battle 
between the evil 
ores and the 
noble humans 
rages on. With 
powerful new 
allies, terrifying 
new creatures 
and ingenious 
new weaponry, 
the struggle for 
the domination of 
Azeroth continues 
over land, sea 
and air. CD $46 


ANVIL OF DAWN’ 

is an inventive 
remarkable first per¬ 
son fantasy adven¬ 
ture. Filled with sus¬ 
penseful encounters, 
the player controls 
one of five champi¬ 
ons that are left in a 
world taken over by 
the dark armies of an 
evil warlord. 100 inge¬ 
nious characters and 
monsters and a full 
screen interface all 
add up to an unsur¬ 
passable gaming 
experience. CD $34 


WINDOWS 
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I Crystal Caliburh 


‘CRYSTAL CAL- 
IBURN’ A truly 
great pinball 
game is more 
than great graph¬ 
ics and spectacu¬ 
lar sounds, more 
than the latest 
arcade features 
like 3D ramps and 
three multi-ball 
play, more than 
fast ball move¬ 
ment and precise 
flipper control, it’s 
one that keeps 
you coming back 
for more. $29 
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‘LINKS PRO 386 

CD’ The most 
award winning 
golf game in 
software history 
has now been 
enhanced for the 
CD platform. 
From tee to 
green, Links 386 
CD is unrivaled 
in recreating a 
true golfing 
experience. Play 
at Hilton Head 
Island or Banff 
Springs Resort, 
Canada. CD $19 



INTERACTIVE 

ENTERTAINMENT 

Receive an episode of Interactive Entertainment CD ROM 
magazine FREE with any in stock software order. Offer sub¬ 
ject to change or cancellation without notice. Valid from 
10/1/95 to 11/30/95 or while supplies last. Quantities limited. 

*FREE GAME OFFER 

Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Request must be made at time of order. 

SPEND $60 

Airborne Ranger 5.25, Captain Blood 3.5, Conquered 
Kingdoms Seen 1 3.5, Gunship 5.25, Mercenaries 5.25, Net 
Cruiser CD, SDI 5.25 

SPEND $100 

A.T.P. 3.5, Challenge of 5 Realms 3.5, DRAGON Force 
3.5/5.25, Dr. Floyd’s Desktop Toys 3.5, ESPN Sports Shorts 
CD, Flight Sim Toolkit 3.5, The Horde 3.5, MacArthur’s War 
3.5, Megafortress 3.5, Megatraveller Zhodani 5.25, 
Precision Approach 3.5, Railroad Tycoon 3.5, Return of the 
Phantom 3.5, Storm Across Europe 5.25 

SPEND $160 

Alone in the Dark 3.5, Battles of Destiny 3.5, Blood Bowl 
CD, FI5 Strike Eagle 2 3.5, Rules of Engagement 5.25, Sail 
Simulator 3.5, Silent Service 2 3.5, Simon the Sorcerer 3.5, 
Star Trek Judgement Rites 3.5, Total Control Virtual 
Controller, Ultima Underworld 2 3.5, Walls of Rome 3.5, 
Worlds at War 3.5/5.25 

SPEND $200 

Complete UMS 3.5, Harpoon Classic CD or WIN CD, 
Falcon 3.0 3.5, Harpoon 2 3.5, Jutland CD, Links Pro 386 
CD, Maxx Control Flight Stick, Under a Killing Moon CD, 
Universal Neverlock 3.5, V Victory: Market Garden 3.5 

FREE SHIPPING 

Place an order for an out of stock software item and recieve 
FREE overnight shipping when the product becomes avail¬ 
able. Handling $2 per shipment. 


IBM ADVENTURE 


Dust CD $42 

Ecstatica $36 

Ecstatica CD $35 

Elmania CD $19 

Entombed CD $35 

Entomorph CD $42 

Eric The Unready CD $19 

Evolution $29 

Evolution CD $29 

Extractors CD $34 

Fade to Black CD $47 

Fighting Fantasy CD $40 

Flash Traffic CD $39 

Flashback CD $35 

Flight of Amazon Queen $19 

Fortress of Dr. Radiaki $25 

Fourplay WIN $19 

Fox Hunt CD $44 

Frankenstein WIN CD $46 

Freddy Pharkas $24 

Freddy Pharkas CD $32 

Freddy Pharkas 2 $44 

Freddy Pharkas 2 CD $44 

Freelancer 2120 $35 

Freelancer 2120 CD $41 

Full Throttle CD $46 

G-Nome $43 

G-Nome CD $43 

Gabriel Knight $29 

Gabriel Knight CD $42 

Gabriel Knight 2 CD $48 

Gadget CD $45 

Gateway 2 $24 

Gateway 2 CD $29 

Gender Wars CD $49 

Gobliiins 2 CD $19 

Gobliiins 3 CD $19 


IBM ADVENTURE 


Gobliiins 4 CD $25 

Gobliiins CD $19 

GrailQuest $17 

Guilty CD $35 

Guy Spy OEM CD $19 

HardJack CD $48 

Harvester CD $42 

Heart of China $12 

Heart of Darkness CD $55 
Hell CD $45 

Hell Cab CD $38 

Hellraiser CD $52 

Heretic 2 CD $46 

Heretic w/Ext Levels CD $46 
Hired Guns $36 

Horde $12 

I Have No Mouth CD $44 
Ice & Fire CD $48 

In the First Degree CD $44 
Inca CD $19 

Inca 2 $19 

Inca 2 CD $19 

Inca 3 CD $39 

Indestructibles CD $44 
Indy Jones 4 $19 

Indy Jones 4 CD $15 

Inherit the Earth CD $24 
Into the Shadows $48 

Into the Shadows CD $48 
Jagged Alliance $42 

Jewel of the Oracle CD $39 
Johnny Mnemonic CD $41 
Jonny Quest $26 

Journeyman Project CD $39 
Journeyman Prjct 2 CD $55 
Jurassic Park $29 

King’s Quest 6 CD $45 


IBM ADVENTURE 


King’s Quest 6 CD $29 
Kng Quest 6 Upgrde CD $24 
King’s Quest 6 VGA $45 
King’s Quest 7 CD WIN $49 
King’s Ransom CD $32 
Kingdom O’ Magic CD $54 
Knights Chase CD $42 
Kronolog: Nazi Paradox $19 
L-Zone CD $40 

Labyrinth of Time CD $24 
Lands of Lore 2 CD $46 
Lawnmower Man 2 CD $49 
Legend of Kyrandia $24 
Legend of Kyrandia CD $25 
Legend of Kyrandia 3 CD $25 
Leisure Suit Larry 1 $19 

Leisure Suit Larry 6 $39 

Leisure Suit Larry 6 CD $44 
Leisure Suit Larry 7 CD $44 
Leisure St Larry Anth CD $47 
Lion CD $39 

Lion WIN CD $39 

Loadstar CD $49 

Lost Eden CD $39 

Lost Files of Sherlock $15 
Lost Files of Sherlock 2 $44 
Lst Mind of Dr Brain CD $36 


Lst Treasures of lnfocom$29 
Lst Treasure of Infocom 2$19 


Lost in Time CD $19 

Lost in Town CD $44 

Maabus CD $25 

MacBeth: The Game CD$35 
Man Enough CD $34 

Mirage CD $40 

Mission 9 CD $44 

Mission Critical CD $34 


IBM ADVENTURE 


Monstrous City CD $44 

Morph Man CD $25 

Mortimer CD $42 

Myst CD $48 

Necrobius WIN CD $40 
Nibelrung Ring Cycle CD$39 
Night Trap CD $48 

No World Order CD $24 

Noctropolis CD $47 

Nomad CD $36 

Odyssey CD $44 

Offensive CD $34 

Operation Body Count $29 
Out of this World $19 

Out of this World CD $30 
Pagemaster CD $44 

Pandora Device CD $54 
Panic In the Park CD $39 
Phantasmagoria CD $53 
Pitfall WIN 95 CD $43 
Police Quest 3 $24 

Police Quest 4 $38 

Police Quest 4 CD $44 

Police Quest 5 CD $48 

Power Dome CD $48 

Prince of Persia 2 $29 

Prisoner of Ice CD $42 

Promised Land CD $41 

Psychic Detective CD $44 

Psychotron CD $17 

Psychotron MPEG CD $38 
Quantum Gate WIN CD $19 
Quest for Glory 3 $24 

Quest for Glory 4 $29 

Quest for Glory 4 CD $44 

Quest for Glory 5 CD $44 

Re-Elect JFK CD $32 


IBM ADVENTURE 


Relentless CD $44 

Return to Zork $35 

Return to Zork CD $44 
Return to Zrk w/Anth CD $44 
Return to Zork CD $45 
Riddle of Master Lu CD $49 
Riftwar Legacy $23 

Ringworld CD $19 

Ripper CD $49 

Rivers of Dawn CD $41 
Robot City CD $46 

Sam & Max $19 

Sam & Max CD $16 

Scroll CD $38 

Sea Legends CD $34 

Secret Monkey Island $25 
Secret Monkey Island 2 $21 
Secrets of Stargate CD $28 
Sentient CD $37 

Shadow Caster $18 

Shadow of t’ Comet CD $25 
Shadows WIN CD $40 
Shadows of Cairn CD $39 
Shannara CD $34 

Silverload CD $38 

Simon the Sorcerer $19 
Simon t’ Sorcerer 2 CD $37 
Simon the Sorcerer CD $33 
Slaughterhouse 5 CD $46 
Space Quest 4 CD $15 
Space Quest 6 CD $45 
Space Ship Brainlock CD $49 
Spaceship Warlock CD $29 
Spawn CD $42 

Star Trek:25th Annivrsry $26 
Star Trek:25th Ann CD $49 
Star TrekJudge Rites $15 


IBM ADVENTURE 


Star Trek:Jdge Rites CD $42 


Star Trek: Academy CD $46 
StereoWorld CD $39 

Swap $16 

System Shock $41 

Terminator 2029 CD $29 
Terminator:F Shock CD $44 
Terra Nova:Strke Free CD$41 
Terror of the Deep $35 
Terror of the Deep CD $36 
The Dig CD $44 

The Prophecy $19 

The Trial $44 

Thief of Dreams $42 

Tong Nau CD $37 

Touche $39 

Trouble is my Biz CD $46 
Under a Killing Moon CD$39 
Urban Decay CD $39 

Virtuoso CD $39 

Virus CD $37 

Void Pirates CD $43 

Vortex CD $45 

Voyeur CD $46 

Wetlands CD $29 

Who Killed Sam Rupert $16 
Witchaven CD $46 

Wolf:Hunt or Be Hunted $39 


Wolf:Hunt/Be Hunted CD $33 
Wolves of Moordeth CD $39 
Woodruff & Schnibble CD $32 
Wrath of the Gods CD $36 


XS CD $48 

Z CD $48 

Zeram:Ultimate Alien CD$34 
Zombie Dino CD $30 

Zorro CD $39 
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PAX IMPERIA 2’ 

Control every aspect 
of a civilization on the 
verge of entering the 
vast frontier of 
space. Economics, 
research, espi¬ 
onage, exploration 
and diplomacy are 
the tools you’ll use to 
create and maintain 
your galactic empire. 
Build a fleet of 
mighty warships or 
quietly establish eco¬ 
nomic dominion, the 
universe is yours to 
conquer. CD $46 


‘STONEKEEP’ 

Immerse yourself 
in an epic adven¬ 
ture more power¬ 
ful than you’ve 
ever imagined. 
You’ll feel like 
you’re using your 
own hands and 
feet as you battle 
disembodied 
foes. 3D rendered 
dungeons and 
creatures, full¬ 
screen graphics, 
13 separate 
domains and an 
automap. CD $50 


METAL LORDS: 
THE INNER CIR¬ 
CLE’ Millitary con¬ 
quest, resource 
managment and a 
wide range of mis¬ 
sions test players as 
they strive to 
become the ruling 
Duke of a torn 
empire. Ten royal 
houses vie for domi¬ 
nation of the interstel¬ 
lar empire, where 
diplomacy, growth 
and expansion are 
the key ingredients 
for success. CD $34 




‘BATTLES IN 
TIME’ Warfare 
is not won 
based on any 
one single ele¬ 
ment, it is a del¬ 
icate balance of 
all relevant 
components. 
Maneuver ar¬ 
mies as a 
whole, create 
diversions and 
control how and 
where armies 
will do battle in 
the strategic 
map. CD $35 


TOP GUN’ Relive 
the awe-inspiring 
experience of the 
popular feature film. 
Only this time, you 
are Maverick! All the 
thrills of this fast 
action dogfighting 
adv. story come to 
life in this fun interac¬ 
tive product. Begin 
with vivid competi¬ 
tion for the Top Gun 
trophy while experi¬ 
encing all the sights, 
sounds and charac¬ 
ters of the original 
movie. CD $44 


‘F-16 FIGHTER 
STICK’ Features 
the most realistic 
Falcon jet stick 
grip ever! When 
used in conjunc¬ 
tion with the Pro 
Throttle all 20 
buttons become 
programmable 
for a total of 40 
functions at your 
fingertips, pro¬ 
viding the ulti¬ 
mate in hands 
on throttle and 
stick combat fly¬ 
ing. $95 


IBM ARCADE 


I IBM ARCADE 


i IBM ARCADE 


| IBM ROLEPLAYING I 

1 IBM ROLEPLAYING | 

5 IBM SIMULATIONS 

3D Ultra Pinblall CD 

$40 

Lobo CD 

$34 

Rise of the Robots CD 

$48 

AD & D Collect Pack CD $35 

Menzoberranzan 

$42 

1st Encounters 

$29 

5th Dimesion CD 

$19 

Lode Runner Ntwork CD $40 

Rocket Boy CD 

$49 

ADD Three Worlds CD 

$26 

Might & Magic 3 

$24 

1st Encounters CD 

$32 

ALG Bundle CD 

$45 

Lode Runner WIN 

$19 

Royal Flush Pinball CD 

$22 

Al-Qadim CD 

$39 

Might & Magic 4 or 5 ea 

$19 

ATP Flight Simu 1.00 

$12 

Aliens Ate My Babysitter $27 

Lode Runner WIN CD 

$39 

Savage Warriors 

$44 

Alien Legacy 

$36 

Pools of Darkness 

$38 

Silent Hunter CD 

$48 

BC Racer CD 

$25 

Looney Labyrinth Pinball $29 

Savage Warriors CD 

$43 

Anvil of Dawn CD 

$34 

Ravenloft CD 

$41 

AH 64D Longbow CD 

$48 

Batman Forever CD 

$44 

Mad Dog McCree CD 

$35 

Sink or Swim CD 

$19 

Arena 

$39 

Ravenloft 2 CD 

$46 

Absolute Zero CD 

$48 

Battle Beast CD 

$44 

Mad Dog McCree 2 CD 

$34 

Slam City CD 

$48 

Berserker CD 

$48 

Realms of Arkania 

$25 

Aces Over Europe 

$25 

Breakthru WIN 

$35 

Magball CD 

$44 

Sleepwalker 

$21 

Betrayal at Antara CD 

$48 

Realms of Arkania 3 CD 

$46 

Aces of the Deep 

$44 

Brutal CD 

$33 

Magnaflux Runner 

$19 

Soccer Kid 

$15 

Campaign Cartographer $46 

Red Crystal 

$19 

Aces of the Deep CD 

$46 

Cannon Fodder CD 

$23 

Mario Game Gallery 

$25 

Soccer Kid CD 

$25 

Cobra Mission 

$29 

Return to Ringworld CD 

$19 

Aces of the Deep Mssn 

$29 

Chaos Engine CD 

$19 

Mario’s Game Gallery CD $25 

Space Ace CD 

$38 

CyClones 

$39 

Riftwar Legacy CD 

$23 

Aces of the Deep 2 CD 

$48 

Clayfighter 2 CD 

$35 

Maximum Surge CD 

$48 

Space Ace MPEG CD 

$42 

CyClones CD 

$44 

Rings of Medusa Gold 

$18 

Aces of the Pacific 

$39 

Corpse Killer CD 

$35 

Mega Man X CD 

$24 

Space Pirates CD 

$33 

Cyber Space CD 

$38 

Robinson’s Requiem CD $29 

Aces of the Pacific CD 

$25 

Creepers 

$24 

Metal & Lace 

$27 

Stargate CD 

$40 

CyberJudas CD 

$32 

Rome:Pathway to Power$29 

Aces over Europe CD 

$25 

Crime Patrol CD 

$25 

Mickey Mania CD 

$37 

Street Fighter 2 Compile 

$22 

Daemonsgate or CD 

$19 

Skyrealms of Jorune CD $39 

Across the Desert ‘41 CD $48 

Crystal Caliburn WIN 

$29 

Microcosm CD 

$36 

Striker 

$46 

Dark Sun 

$47 

Star Trail 

$41 

Across the Rhine CD 

$46 

Crystal Skulls CD 

$40 

Microsoft Arcade WIN 

$29 

Striker CD 

$46 

Dark Sun 2 or CD 

$49 

Star Trek Dp Spce 9 CD $41 

Across the Rhine Exp 1 

$30 

Double Switch CD 

$44 

Monster Island CD 

$44 

Super Arcade Gmes CD $16 

Death Keep CD 

$42 

Star Trek TNG: Unity CD$46 

Air Combat ‘42 W Seen 

$29 

Dragon’s Lair CD 

$34 

Monty Python CD 

$48 

Super Bubsy CD 

$34 

Devil’s Gate CD 

$40 

Star Trek TNG Collector’s$76 

Air Combat Pacific 1942 $19 

Dragons Lair 2 CD 

$39 

Mortal Kombat 2 

$46 

Super Pushover CD 

$24 

Disciples of Steel 

$34 

Stonekeep CD 

$44 

Air Combat Pacific ‘42 G $48 

Drug Wars CD 

$25 

Mortal Kombat 2 CD 

$44 

Super Street Fighter 2 

$29 

Dragon Lore CD 

$47 

Stronghold 

$19 

Air Combat Series CD 

$47 

Eight Ball Deluxe 

$29 

Mortal Kombat 3 CD 

$47 

Super St Fighter 2 Turbo$31 

Druid CD 

$44 

Superhero Hoboken CD $34 

Air Combat Series Expan $25 

Extreme Pinball CD 

$40 

Novastorm CD 

$35 

Supreme Warrior CD 

$44 

Dungeon Hack 

$19 

Sword of China 

$42 

Air Havoc Controller CD 

$39 

FX Fighter CD 

$44 

Peg Leg CD 

$32 

Take-A-Break Pinball 

$19 

Dungeon Master 2 CD 

$37 

Thunderscape CD 

$44 

Air Warrior SVGA 

$34 

Fast Draw Shwdown CD 

$37 

Pinball Fantasies 

$29 

Take-A-Break Pnball CD 

$39 

Elder Scrolls 2 CD 

$48 

Treasure Savage Frontier$19 

Air Warrior SVGA CD 

$35 

Go-Man 47 CD 

$44 

Pinball Fantasies Dlx CD$29 

Tetris Gold CD 

$25 

Eye of t’ Beholder each $19 

Ultima 7 Series CD 

$25 

Air Warrior 2 

$34 

Gobliiins VGA 

$16 

Pinball Illusions CD 

$29 

The Last Bounty Hunter 

$37 

Gateway Savage Frontier$16 

Ultima 8: Pagan 

$26 

Air Warrior 2 CD 

$34 

Gobliiins 3 

$19 

Pinball Mania WIN CD 

$29 

Thexder 2 CD 

$40 

Goldtree Engine 

$26 

Ultima 8 CD w/Speech 

$32 

Airpower 

$44 

Gorg CD 

$19 

Pinball Worlds 

$35 

Time Pockets CD 

$46 

Goldtree Kingspoint CD 

$40 

Ultima 9: Ascension CD 

$52 

Airpower CD 

$45 

Hammer Stammers CD 

$46 

Pinball Worlds CD 

$35 

Top 100 Games V. 2 CD 

$12 

Hunters of Ralk CD 

$48 

Ultima Underworld 1&2 

$29 

Apache CD 

$45 

Hive CD 

$44 

Primal Rage CD 

$47 

Total Domination CD 

$39 

Ishar 3 CD 

$33 

Ultima Underworld 2 

$19 

Armored Fist 

$43 

Hodj & Podj CD 

$25 

Prize Fighter CD 

$47 

Tri-Tryst WIN 95 CD 

$24 

Kingdoms:Far Reach CD 

$40 

Ultimate Fantasy CD 

$39 

Armored Fist CD 

$36 

Ishar 3 

$33 

Psycho Pinball CD 

$39 

Virtual Cop CD 

$16 

Knights of Xentar or CD 

$34 

Unlimited Adventures 

$19 

Army Air Corps: ‘42 CD 

$48 

Judge Dredd CD 

$40 

Pyrotechnica CD 

$36 

WWF Arcade CD 

$45 

Lands of Lore CD 

$25 

Vampire:Masquerade CD 

$48 

Art of the Kill 

$24 

Jump Raven CD 

$42 

Raiden CD 

$32 

Who Shot John Rock CD $19 

Lord of the Rings CD 

$36 

Wizardry 6 

$22 

Assault Rigs CD 

$39 

Jurassic Park CD 

$25 

Rebel Assault CD 

$25 

Wild Streets 

$16 

Lord of the Rings 1 & 2 

$19 

Wizardry 7 

$19 

Battle Command 

$12 

Lobo CD 

$34 

Rebel Assault 2 CD 

$45 

Worms 

$34 

Lords of Midnight CD 

$48 

World of Xeen CD 

$24 

Battle of Britain 2 

$34 
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FREE GAME OFFER 

See details below 




‘ENTOMBED’ will 
pit you against an 
ancient civiliza¬ 
tion’s technology, 
their insidious 
traps and a deep 
underlying mystery 
of monumental 
consequence. 
Armed with only 
the diary of a pre¬ 
vious colleague, 
you must solve 
the mystery of 
your failed prede¬ 
cessors and unravel 
the riddle of the 
entombed. CD $35 




EMPIRE 2’ Become 
fully immersed in the- 
mechanics and prin¬ 
ciples of war, battle 
room planning, 
resource manage¬ 
ment, deployment, 
and more. Not only 
will players be con¬ 
sumed by the prede¬ 
fined scenarios but 
with the addition of a 
comprehensive 
game editor, gamers 
will be hooked to 
their computers long 
after the battle has 
been won. CD $34 



HEROES OF 
MIGHT & MA¬ 
GIC’ You must 
conquer the 
world through 
the strategic 
use of resource 
management 
and battle 
savvy. Features 
up to three cus¬ 
tomizable com¬ 
puter con¬ 
trolled war¬ 
lords, stunning 
super VGA graph¬ 
ics, and dynamic 
sound. CD $34 







AWFUL GREEN 
THINGS FROM 
OUTER SPACE’ is a 

wonderfully humor¬ 
ous game armed 
with outrageous 
weapons such as fire 
extinguishers, elec¬ 
tric fences, gas 
grenades and the 
ever popular canis¬ 
ter of Zgwortz! You 
must defend your¬ 
self against the 
onslaught of beast- 
ies from the far 
reaches of the uni¬ 
verse. CD $35 




INTERACTIVE 

ENTERTAINMENT 

Receive an episode of Interactive Entertainment CD ROM 
magazine FREE with any in stock software order. Offer sub¬ 
ject to change or cancellation without notice. Valid from 
10/1/95 to 11/30/95 or while supplies last. Quantities limited. 

*FREE GAME OFFER 

Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Request must be made at time of order. 

SPEND $60 

Airborne Ranger 5.25, Captain Blood 3.5, Conquered 
Kingdoms Seen 1 3.5, Gunship 5.25, Mercenaries 5.25, Net 
Cruiser CD, SDI 5.25 

SPEND $100 

A.T.P. 3.5, Challenge of 5 Realms 3.5, DRAGON Force 
3.5/5.25, Dr. Floyd’s Desktop Toys 3.5, ESPN Sports Shorts 
CD, Flight Sim Toolkit 3.5, The Horde 3.5, MacArthur’s War 
3.5, Megafortress 3.5, Megatraveller Zhodani 5.25, 
Precision Approach 3.5, Railroad Tycoon 3.5, Return of the 
Phantom 3.5, Storm Across Europe 5.25 

SPEND $160 

Alone in the Dark 3.5, Battles of Destiny 3.5, Blood Bowl 
CD, FI 5 Strike Eagle 2 3.5, Rules of Engagement 5.25, Sail 
Simulator 3.5, Silent Service 2 3.5, Simon the Sorcerer 3.5, 
Star Trek Judgement Rites 3.5, Total Control Virtual 
Controller, Ultima Underworld 2 3.5, Walls of Rome 3.5, 
Worlds at War 3.5/5.25 

SPEND $200 

Complete UMS 3.5, Harpoon Classic CD or WIN CD, 
Falcon 3.0 3.5, Harpoon 2 3.5, Jutland CD, Links Pro 386 
CD, Maxx Control Flight Stick, Under a Killing Moon CD, 
Universal Neverlock 3.5, V Victory: Market Garden 3.5 

FREE SHIPPING 

Place an order for an out of stock software item and recieve 
FREE overnight shipping when the product becomes avail¬ 
able. Handling $2 per shipment. 


IBM SIMULATIONS 

I 

IBM SIMULATIONS 

1 

IBM SIMULATIONS 

1 

IBM SIMULATIONS 

I 

IBM SIMULATIONS 

I 

IBM SIMULATIONS 


Battlecruiser 3000 CD 

$48 

Falcon 3.0 

$19 

Indy Car Racing AO #2 

$18 

MS Flight Sim Shop CD $38 

Seal Team 

$15 

Tie Fighter 

$29 

Big Red Racing CD 

$40 

Falcon 4.0 CD 

$49 

Inferno CD 

$44 

Microsoft Space Sim 1.0 $44 

Seal Team CD 

$15 

Tie Fighter Collectors CD $47 

Chaos Control CD 

$34 

Falcon Gold CD 

$52 

Interactive Sailing CD 

$45 

Mig 29 Fulcrum 

$29 

Seaworthy CD 

$18 

Tie Fighter Mission #1 

$19 

Chopper Strike 

$48 

Fast Attack CD 

$45 

Iron Angel CD 

$44 

Mig 29 Gold CD 

$49 

Shock Wave WIN 95 CD 

$44 

Tie Fighter Mission #2 

$19 

Chopper Strike CD 

$52 

Fighter Duel Pro 2 

$33 

Iron Assault CD 

$39 

Nascar Racing 

$39 

Silent Hunter CD 

$46 

Top Gun:Fire At Will! CD 

$44 

Combat Air Patrol 

$29 

Fighter Duel Pro 2 CD 

$34 

Jet Fighter 3 

$41 

Nascar Racing CD 

$47 

Silent Service 2 

$16 

Tower 

$42 

Combat Air Patrol CD 

$25 

Fighter Wing 

$39 

Jet Fighter 3 CD 

$47 

Nascar Racing Track CD$24 

Silent Steel 

$46 

Tower CD 

$44 

Combat Classics 2 

$19 

Fighter Wing CD 

$36 

Jet Pack CD 

$39 

Net Racer CD 

$44 

Silent Steel CD 

$45 

Train Engineer 

$29 

Command CD 

$47 

Fighting Falcon CD 

$47 

Jet Ski Rage CD 

$39 

Phoenix Fighter CD 

$49 

Sim City 2000 Seen 1 

$14 

Trophy Bass CD 

$48 

Cyber Race 

$10 

Fleet Defender FI4 T-cat$42 

Jump Jet 

$22 

Power Boat Simulator 3 

$46 

Sky Warriors CD 

$35 

U-Boat WIN 

$34 

Cyber Race CD 

$32 

Fleet Defender Gold CD 

$42 

Kawasaki Super Bikes 

$24 

Precision Approach 

$14 

Slipstream 5000 CD 

$35 

U-Boat 2 

$36 

Cyberbykes 

$31 

Fleet Defender Seen 1 

$32 

Last Dynasty CD 

$48 

Privateer 

$15 

Space Clipper 

$42 

Ultrabots CD 

$15 

Cyberbykes CD 

$31 

Flight Light 

$19 

Lawn Mower Man CD 

$35 

Privateer CD 

$15 

Spectre VR CD 

$35 

Virtual Karts CD 

$41 

Cyclemania CD 

$34 

Flight Light CD 

$19 

Lode Runner 

$36 

Privateer Special Ops 

$19 

Star Base 

$42 

Voice Cmmander Bndle 

$18 

D-Day:Oprtn Overlrd CD 

$25 

Flight Sim ToolKit 

$19 

Ml Tank Platoon 2 CD 

$48 

Rally 

$29 

Star Crusader 

$29 

War Patrol CD 

$32 

Dark Ride CD 

$49 

Flight Sim Toolkit CD 

$39 

Ml Tank Platoon Classic$19 

Rapid Assault CD 

$28 

Star Crusader CD 

$27 

Warhawk CD 

$42 

Dawn Patrol 

$25 

Flight Sim Toolkit Exp 1 

$19 

M4: Sherman Tank Sim 

$34 

Raven Project 

$45 

Star Crusader Msn&Spch 

$19 

Werewolf/Comanche CD $48 

Dawn Patrol CD 

$41 

Flight Sim Toolkit Exp 2 

$19 

Max Overkill Bundle CD 

$40 

Raven Project CD 

$45 

Star Rangers CD 

$44 

Wing Commander 2 

$26 

Dawn Patrol 2 CD 

$42 

Flight Sim Toolkit Exp 3 

$19 

Maximum Overkill MD 2 

$29 

Reach for the Skies 

$16 

Stim Slum 

$42 

Wng Cmander 2 Dlx CD $15 

Dead End CD 

$44 

Flight Sim Toolkit Exp 4 

$19 

Max Overkill Mlti-Plyr CD 

$48 

Real Weather Pilot 

$14 

Strike Commander CD 

$15 

Wing Commander 3 CD $44 

Death Race CD 

$34 

Flight Unlimited CD 

$48 

Mech Commander 

$42 

Red Baron Tank Killer CD$32 

Strike Cmnder Spcl Ops 

$22 

Wing Commander 4 CD $52 

Delta V 

$25 

Fly the Grand Canyon 

$19 

Mech Commander CD 

$40 

Red Baron w/Mission 

$29 

Sub Battle Simulator 2 

$39 

Wng Cmndr Academy CD $15 

Delta V CD 

$25 

Flying Aces CD 

$49 

Mchwarrior 2 Add-On CD 

$26 

Red Ghost 

$39 

Sub Bttle Sim 2 Win CD 

$39 

Wng Cmndr Armada CD $15 

Descent 

$37 

Flying Tigers CD 

$42 

Mechwarrior 2 CD 

$46 

Red Ghost CD 

$42 

Sub War 2050 

$33 

Wings of Glory CD 

$40 

Descent CD 

$37 

Frontier Elite 2 

$19 

Metal Lords CD 

$34 

Renegade CD 

$41 

Sub War 2050 Plus CD 

$19 

Wipe Out CD 

$37 

Descent 2.0 CD 

$46 

Fury Cubed CD 

$46 

MetalTech: Battledrome 

$19 

Renegade 2 CD 

$34 

Subwar Scenario Disk 

$19 

Wolf Pack CD 

$28 

Destruction Derby CD 

$36 

Grand Canyon Scenery 

$16 

MetalTech: B-drome CD 

$21 

Retribution CD 

$32 

Super Tank Cmander CD$40 

World Circuit CD 

$39 

Dream Web CD 

$34 

Great Naval Battles CD 

$42 

MetalTech: EarthSiege 

$45 

Roll Cage 

$34 

SuperKarts CD 

$44 

World Circuit Mnger CD 

$41 

EarthSiege 2 CD 

$48 

Great Naval Bttles:Scen 

$16 

MetalTech:ErthSiege CD $47 

Roll Cage CD 

$34 

T-MEK CD 

$38 

World Circuit: GP2 CD 

$41 

Elite Plus 

$19 

Grey Wolf WIN CD 

$26 

MetalTech:ES Expansn 

$29 

SU-27 Flanker CD 

$44 

TFX CD 

$36 

X-Car Exp Racing CD 

$44 

Evasive Action 

$28 

Gunship 2000 

$24 

MetalTech:ES Exp CD 

$33 

Sail ‘95 

$37 

TFX 2000 CD 

$44 

X-Wing 

$39 

F-16 Fighting Falcon CD $44 

H.A.W.C. CD 

$35 

MetalTech:ES Speech 

$20 

Sail Simulator 

$40 

Tank Cmander Ntwrk CD$46 

X-Wing Collector’s CD 

$46 

FI 5 Strike Eagle 2 

$18 

Hi-Octane CD 

$44 

Microsoft Flight Sim 5.0 

$44 

Sailing Sim 3 Est Coast 

$39 

Task Force Admirals Pk 

$39 

X-Wing Mission Disk 1 

$19 

FI 5 Strike Eagle 3 

$34 

Indy Car Racing 

$30 

Microsoft Flight Sim 5.1 

$48 

Sailing Sim 3 Wst Coast 

$39 

Terminal Velocity 

$29 

X-Wing Mission Disk 2 

$19 

FI 5 Strike Eagle 3 CD 

$48 

Indy Car Racing 2.0 

$40 

M-soft Flight Sim 5.1 CD $53 

Sailing Simulator 3 

$52 

Terminal Velocity CD 

$37 

Yeager’s Air Combat CD 

$15 

FA 18 Hornet CD 

$54 

Indy Car Racing 2.0 CD 

$48 

M-soft Flight Sim 6 CD 

$54 

Screamer CD 

$41 

The Need for Speed CD $47 

Zephyr CD 

$16 

Falcon 3 Scenario 3 

$25 

Indy Car Racing AO #1 

$18 

MS Flight Sim Shop 

$38 

Sea Wolf CD 

$15 

Tie Fighter 

$29 

Zone Raiders CD 

$41 
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‘FLIGHT SHOP’ 

is the advanced 
aircraft design 
and flight adven¬ 
ture editor, and is 
all you need to 
create and fly the 
ultimate flight 
experience for 
Microsoft Flight 
Simulator. It 
includes new 
exciting ready to 
fly aircraft and 
has digitized 
voices to bring 
your experience 
to life! $38 
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‘SHANNARA’ 

Brona, the ancient 
Warlock King has 
returned! Slain 
decades ago by the 
Sword of Shannara, 
Brona’sevil spirit now 
roams free as the 
legendary Sword lies 
shattered in pieces. 
As a direct descen¬ 
ded of elven royalty, 
it is your destiny to 
restore the ancient 
sword and imprison 
Brona forever. Over 
40 speaking char¬ 
acters! CD $34 


‘NHL 96’ High reso¬ 
lution 3-D graphics 
and CD sound 
make NHL 96 the 
most wildly realistic 
sports game ever 
created for the PC. 
Eight freewheel¬ 
ing camera angles 
bring you the action 
from up in the rafters 
to down on the 
ice. Every NHL 
team and all the 
players you need 
for your quest for 
the coveted Stanley 
Cup. CD $40 


NHI& 
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SPORTS 



‘ F-15 TALON 
TACTICAL CON¬ 
TROL STICK’ 

This authentic 
replica of the 
actual flight- 
stick found on 
the F-15E Strike 
Eagle Jet has 12 
fire buttons 
including four 
way Castle and 
Hat switchs. It 
includes 48 pro¬ 
grammed key¬ 
strokes for the top 
flight simulation 
programs! $77 





‘COMMAND: 
ACES OF THE 
DEEP’ Take 
command in the 
most realistic 
and technically 
advanced WWII 
German U-boat 
simulation ever 
created. Now in 
high resolution 
graphics with 
texture mapped 
ships and subs! 
Pushing your 
tactical abili¬ 
ties to the lim¬ 
its. CD $47 


‘11TH HOUR’ 

Sequel to 7th 
Guest except the 
stakes are higher, 
the puzzles more 
clever and the 
return visit even 
more unsettling. 
Solve puzzles 
and investigate 
clues that take 
you through 
Stauf's haunted 
house with movie¬ 
like plot twists, 
special effects & 
music sound¬ 
track. CD $53 


IBM SPORTS 


3-Decathlon CD $42 

3D Table Sports CD $26 
APBA Baseball $24 

APBA Baseball WIN CD $37 
Barkley: Shut Up & Jam $42 
Blood Bowl $29 

Blood Bowl CD $34 

Brett Hull Hockey ‘95 $34 

Brett Hull Hckey ‘95 CD $34 
ESPN 2 Ext Games CD $34 
ESPN Hockey CD $44 
EuroGolf CD $44 

FIFA Int’l Soccer or CD $36 
FIFA Int’l Soccer ‘96 CD $40 
Fairways to Heaven CD $29 


Front Page Ftball Pro ‘95$44 
Frnt Page FB Pro ‘95 CD$47 
Frnt Page FB Pro ‘96 CD$48 
Front Pge Sprts Bball ‘96 $48 


Golf’s Greatest 18 CD $25 

Gone Fishin’ CD $42 

Hardball 4 MLBPA Add $19 

Hardball 5 CD $42 

Int’l Tennis Open CD $44 


Jack Nicklaus Gldn Bear $34 


J Nicklaus Gld Bear CD $39 
Jack Nicklaus Golf CD $39 
J Nicklaus Signature Ed $27 
Lance Haffner Cllge BB $36 

Links Pentium CD $49 

Links Pro 386 CD $19 

Live Action Football CD $16 
Madden Football 96 CD $40 
Microsoft Baseball CD $51 
Microsoft Golf CD $44 

Microsoft Golf for Win $38 

Microsoft Golf 2.0 CD $45 


IBM SPORTS 


NBA Airborne ‘95 CD $42 
NBA Jam Tourn or CD $44 
NBA Live 95 CD $47 

NFL ‘95 WIN $24 

NFL Coaches Club $29 
NFL Coaches Club FB 2 $44 
NFL Qrtrbck Club ‘96 CD $45 
NFL Super Bowl CD $39 

NHL Hockey ‘95 CD $40 

NHL Hockey ‘96 CD $40 

N Faldo’s Chmp Golf CD$34 
Nick Price Golf CD $45 
Old Time Baseball CD $54 
PBA Bowling CD $44 

PGA Tour Golf 486 CD $43 
PGA Tour Invitat’l CD $40 
Picture Perfect Golf CD $42 
Planet Soccer $29 

QB Attack CD $44 

QuarterPole $24 

RBI Baseball ‘96 CD $36 
Road to the Final Four 2 $38 


Rugby World Cup ‘95 CD$40 
Skins Game at Bighorn $37 
Tom Landry Football $24 
Tony LaRussa Bsbll 2 CD $47 
Tony LaRussa BsB 3 CD$47 
Troy Aikman Ftball CD $49 
Ultimate Football ‘95 CD $25 
Unnecessary Roughnss $29 
Unnecessary Rough ‘95 $34 
Unnecessary Rough ‘96 $44 


Winter Sports $28 

Winter Sports CD $28 

World Cup Golf DB CD $44 
World Hockey 95 $24 

World Hockey 95 CD $24 


IBM STRATEGY 


1830:RR & Robbers/CD $34 
18th Air Squadron $36 
A-Train w/Construct Set $29 
Advancd Civilization CD $34 
Airbux 1.2 or CD $19 

Ancient Art of War Sky $26 
Archon Ultra $32 

Arctic Baron CD $16 

Ares CD $42 

Ascendancy CD $44 

Awful Green Things CD $35 

Battle Bugs $37 

Battle Isle 2200 CD $34 

Battles in Time CD $35 

Battles of Destiny $19 

Black Beard or CD $34 

Breach 3 $34 

Breach 3 CD $40 

Buzz Aldrin Race CD $29 

C.E.O. CD $44 

Caesar or CD $16 

Caesar 2 CD $47 

Capitolism CD $42 

Carriers at War Const Kit $25 

Castles 2 $19 

Castles 2 CD $48 

Celtic Tales CD $34 

Chessmaster 4000 Turbo$36 
Civilization DOS or WIN $25 
Civilization Network CD $47 
Clash of Steel $19 

ClockWerx WIN CD $24 
Colonization or CD $42 
Colonization WIN $48 

Colonization WIN CD $42 
Colonization Gold CD $48 
Command HQ Classic $18 


IBM STRATEGY 


Command & Conquer CD $48 
Conquer for Windows $19 
Conquered Kngdm 2 CD $38 
Conquered Kngdm Seen $12 


Conquerer A.D. 1086 CD $38 
Conquest of Japan $15 
Conquest of New World $46 
Corporate Colonies CD $35 
Crisis in the Kremlin $29 
Critic’s Choice Collection$25 
Crusader CD $44 

Darklegions CD $38 

Dead Zone CD $52 

Deadline CD $38 

Detroit $39 

Dominus $25 

Dominus CD $19 

Dragon Force $16 

Dune 2:Buildg a Dynasty$28 
Dungeon Keeper CD $48 
Empire 2: Art Of War CD$34 
Empire Builder CD $39 
Empire Deluxe $19 

Empire Dx Mster Ed CD $22 
Empire Deluxe WIN $19 
Exploration CD $40 

Fantasy Empires $19 

Fantasy Empires CD $42 
Fantasy Fiefdom CD $48 
Feudal $39 

Flight Commander 2 CD $38 
Fort Apache $19 

Front Lines or CD $39 
Gazillionaire WIN CD $16 
Genesia $35 

Genghis Khan 2 $34 


Gettysburg:Turning Point$15 


IBM STRATEGY 


Gobliiins 2 $16 

Grandest Fleet $29 

Grandest Fleet CD $33 
Great Naval Bttles 3 CD $45 
GNBattls: Admirals Set $19 
Hammer of the Gods CD$28 
Hannibal $26 

Heirs to the Throne $19 
HercForce WIN CD $48 
Hero Might & Magic CD $34 
High Seas Trader or CD $41 
Hollywood Mogul or WIN $38 
Humans CD $22 

Incredible Machine 2 CD $39 
Jagged Alliance CD $46 
Jagged Alliance Speech $22 
Jutland CD $29 

Kingdoms of France $34 
Kingdoms of Germany $34 
Kingmaker $34 

Konquest CD $35 

Koshan Conspiracy $29 
Koshan Conspiracy CD $19 
Legions WIN $34 

Lemmings WIN CD $25 
Lemmings 2: The Tribes $15 
Lemmings 3D CD $32 
Lemmings Chronicles $35 
Lemmings Chronicles CD $35 
Lemmings Paintball CD $31 
Liberty or Death $29 

Little People CD $41 

Lords of the Realm $39 
Lords of the Realm CD $39 
Lost Admiral $19 

Lost Admiral 2 CD $39 
Machiavelli the Prince CD $38 


IBM STRATEGY 


Maelst $23 

Marco Polo $42 

Marco Polo CD $37 

Master of Magic $25 

Master of Magic CD $40 

Master of Orion or CD $25 

Master of Xenos CD $42 

Metal Marines Master CD $48 
Metal Marines WIN $27 
Millenia: Altered Destinies $42 
Millenium Auction Collect $25 
New Horizons CD $34 
Northlands CD $39 

Onslaught WIN $35 

Operation Crusader CD $39 
OrionBurger CD $39 

Outpost Planet Pack CD $33 
Outpost WIN $38 

Outpost WIN CD $44 

Outpost 2 CD $45 

PTO 2 CD $34 

Patrician or CD $36 

Pax Imperia 2 CD $46 

Perfect General $21 


Perfect General 2 CD $38 
Perfect General Seen 1 $16 
Perfect General Seen 2 $23 
Pirates Gold WIN CD $19 


Pizza Tycoon or CD $25 
Power House WIN CD $39 
Project USA CD $25 

Qwirks WIN CD $23 

Railroad Tycoon 2 Clssic$24 
Reach for the Stars $24 
Realms $16 

Reunion CD $33 


Romance 3 Kingdoms 2 $24 
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OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR. HI, AK. APO. FPO $4 per 
order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may 
require additional shipping charges. 

Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under $200 same as 
cash. COD $8. Defectives replaced with same product. Most items shipped same day. 
Shipping times may vary. Price/availability may change. All sales final. Call for details. 


FREE GAME OFFER* 

See details below 




CRUSADER: 
NO REMORSE’ 

is a futuristic, mis¬ 
sion based action 
game that uses 
live action video 
for realistic inter¬ 
action with your 
fellow rebels. 
Fully rendered 
characters and 
terrain in Super 
VGA graphics will 
get your adrena¬ 
line pumping as 
you outwit and 
outshoot your 
enemies! CD $44 


WEREWOLF VS. 
COMANCHE 2.0’ 

Choose which side 
to employ or destroy. 
Battle to the death in 
a head to head com¬ 
bat between the 
Russian KA-50 
Werewolf Helicoper 
and its American 
counterpart, the 
RAH-66 Com¬ 
anche. Successfully 
outmanuever your 
enemy and fire the 
weaponry of 
Russia’s premier 
helicopter. CD $48 




ATTACK STACK’ 

Ten incredible 
action adventure 
games in one 
pack! The Jour¬ 
neyman Project 
Turbo, Crystal 
Caliburn, The 
Lemmings 
Chronicles, 
Novastorm, Doom 
Episode One, 
Spectre VR, Street 
Fighter 2 and The 
C . H . A . O . S . 
Continuum are a 
tremendous 
value! CD $29 


THRUSTMAS- 
TER F-16 TQS’ 

You’ve got one of 
the best flight 
simulators on the 
market and the 
software is more 
sophisticated 
than the best the 
military had just a 
few years ago, 
but you’re still 
using your key¬ 
board to fly it? 

With the ‘TQS” you’ll be flying that bird from an F-16 
Cockpit! User configurable, thumb trackball, fore and aft 
throttle movement, dogfight switch and throttle tension 
adjustment wheel, as realistic as the real thing. $110 




ENTERTAINMENT 

Receive an episode of Interactive Entertainment CD ROM 
magazine FREE with any in stock software order. Offer sub¬ 
ject to change or cancellation without notice. Valid from 
10/1/95 to 11/30/95 or while supplies last. Quantities limited. 

*FREE GAME OFFER 

Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Request must be made at time of order. 

SPEND $60 

Airborne Ranger 5.25, Captain Blood 3.5, Conquered 
Kingdoms Seen 1 3.5, Gunship 5.25, Mercenaries 5.25, Net 
Cruiser CD, SDI 5.25 

SPEND $100 

A.T.P. 3.5, Challenge of 5 Realms 3.5, DRAGON Force 
3.5/5.25, Dr. Floyd’s Desktop Toys 3.5, ESPN Sports Shorts 
CD, Flight Sim Toolkit 3.5, The Horde 3.5, MacArthur’s War 
3.5, Megafortress 3.5, Megatraveller Zhodani 5.25, 
Precision Approach 3.5, Railroad Tycoon 3.5, Return of the 
Phantom 3.5, Storm Across Europe 5.25 

SPEND $160 

Alone in the Dark 3.5, Battles of Destiny 3.5, Blood Bowl 
CD, FI 5 Strike Eagle 2 3.5, Rules of Engagement 5.25, Sail 
Simulator 3.5, Silent Service 2 3.5, Simon the Sorcerer 3.5, 
Star Trek Judgement Rites 3.5, Total Control Virtual 
Controller, Ultima Underworld 2 3.5, Walls of Rome 3.5, 
Worlds at War 3.5/5.25 

SPEND $200 

Complete UMS 3.5, Harpoon Classic CD or WIN CD, 
Falcon 3.0 3.5, Harpoon 2 3.5, Jutland CD, Links Pro 386 
CD, Maxx Control Flight Stick, Under a Killing Moon CD, 
Universal Neverlock 3.5, V Victory: Market Garden 3.5 

FREE SHIPPING 

Place an order for an out of stock software item and recieve 
FREE overnight shipping when the product becomes avail¬ 
able. Handling $2 per shipment. 


IBM STRATEGY 


Romance 3 Kingdoms 3 $39 
Romance 3 Kngdm 4 CD $39 


Rules of Engagement 2 $29 
Sabre Team $25 

Sabre Team CD $29 

Second Conflict WIN $34 
Serf City: Life is Feudal $37 
Sim Ant DOS or WIN $19 
Sim Ant CD $40 

SimCity CD $47 

SimCity 2000 $29 


SimCity 2000 Collect CD$58 


SimCity 2000 Scenario $14 
SimCity 2000 UR Kit $20 
SimCity 2000 Windows $42 
SimCity Classic or Win $26 
Sim Earth DOS or WIN $19 
Sim Earth CD $40 

Sim Farm $29 

Sim Farm WIN $23 

Sim Life $19 

Sim Life WIN $29 

Sim Town $33 

Sim Town CD $33 

SimCity 2000 95 CD $53 
SimClassic Collection $44 
Simlsle CD $35 

SimTower WIN or CD $33 
Simcity 2000 Collect CD $59 
Space Bucks WIN CD $40 
Space Hulk or CD $15 
Space Miner CD $36 

Space Raiders CD $42 
Spaceward Ho! 4 WIN $24 
Star Control 3 CD $46 
Star Legions $10 

Star Reach or CD $36 
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IBM STRATEGY 


Starship $22 

Starship Troopers $39 
Subversion $19 

Syndicate Plus CD $15 
Syndicate Seen 1 $20 

Terminator 2 Chesswars $24 
The Complete UMS $49 
The Orion Conspiracy CD $40 
The Rogarian Agenda CD $39 
Theme Park or CD $39 
Transport Tycoon or CD $25 
Transport Tycoon Dlx CD$42 
Transport Tycoon Seen $24 
Ultimate Domain CD $36 
Unnatural Selection/ CD $29 
Victory or Defeat WIN $42 
Vikings WIN CD $40 

Vikings 2 $36 

Visions of Glory WIN CD$39 
Walls of Rome $19 

Warcraft 2 $40 

Warcraft 2 CD $46 

Warcraft $39 

Warcraft CD $39 

Warhammer Fantasy CD$44 
Warlords 2 $29 

Warlords 2 Dlx CD $42 
Warlords 2 Seen Editor $29 
Wooden Ship& Iron Men $34 
Worlds at War $19 

Worlds of War CD $48 
X-Com: Tactical CD $41 


X-Com: Terror from Deep$39 
X-Com: Terror f Deep CD $39 
X-Com: UFO Defense $25 
X-Com: UFO Defnse CD$25 
Zig-Zag WIN CD $29 


IBM TRADITIONAL 


Any One For Cards CD $25 
Assault Poker CD $29 
Avatar CD $38 

Battle Chess CD $45 

Battle Chess 4000 $26 

Bttle Chess Collection CD $25 
Bobby Fischer Chess CD $34 
Bridge 7 $12 

Bridge 8.0 $32 

Bridge Baron Windows $34 
Bridge Deluxe 2 $29 

Bridge Deluxe 2 CD $43 
Bridge Master Chmp Ed $39 
Bridge Olympiad $29 

CD Romix 2 Prime CD $16 
CD-Romix 3 Free X CD $16 
Caesar’s World CD $37 
Card Plyrs Paradise CD $29 
Casino Deluxe WIN CD $24 
Casino Master CD $28 
Casino Tournament CD $38 
Casino WIN $25 

Celebrity Poker CD $24 
Chessmaster 3000 CD $46 
Classic 5 $19 

Classic Boardgames CD $12 
Classic Solitaire for WIN $16 
Create your own Game $24 
Deck Daemon $20 

Dragon Dice WIN CD $44 
Easy Street $26 

Freshwater Fish WIN CD$24 
Gambit 2 CD $18 

Game Maker 3.0 $48 

Game Maker 3.0 CD $48 
Game Wizard Pro $32 
GamePack CD 2 CD $10 


IBM TRADITIONAL 


Go Master Tool Kit $16 
Hoyle’s Card Games CD $40 
Hyper 3D Pinball CD $38 
Incredible Machine 2 $37 

Incredible Machine 2 CD $39 
Incredible Machine 3 CD $46 
Incredible Toons $29 

Incredible Toons CD $39 
Interplay’s Collection CD $12 
Jeopardy CD $29 

Jeopardy Deluxe $34 

Jeopardy Deluxe CD $34 
Klik & Play WIN CD $42 
Knight Moves WIN CD $24 
Lexicross $24 

Locksmith $29 

Lucky’s Casino Advnture$34 
Magic the Gathering CD $41 
Maze CD $26 

Mega Maze CD $28 

Mind Games Pack $19 
Mind Games Pack CD $19 
Monopoly CD WIN $41 
More Incredible Machines $28 
Ms. Metaverse CD $32 
New York Times Xwords $22 
Origamo $14 

Paparazzi WIN CD $42 
Perfect Partner Bridge CD$23 
Pinball Arcade CD $34 
Pool Master WIN CD $22 
Power Poker WIN CD $15 
Power Poker for Window$29 
Puzzle Power WIN CD $29 
Quest for Fame CD $42 
Reflux Issue 1 CD $19 
Reflux Issue 2 CD $19 


IBM TRADITIONAL 


Risk $19 

Russian Six Pack $15 

Saturday Night Live CD $24 

Scrabble Deluxe $19 

Scrabble Deluxe CD $19 

Shanghai 2 $19 


ShanghaiiGrt Moments $39 

Shanghai GM ‘95 CD $42 

Shanghaii 2 Windows $24 

Solitaire Deluxe WIN $25 

Solitaire Dlx WIN CD $25 


Solitaire Games CD $12 
Solitaire WIN $19 

Solitaire’s Journey WIN $35 
Solitaires Journey $34 
Solitaires Journey 2 CD $35 
TV Guide C-Words CD $19 
Take Your Best Shot CD $20 
The Infinity Machine $39 
The Mask: The Origin CD $23 
Trivial Pursuit CD $25 
Trump Castle 3 CD $29 
Tuneland CD $48 

USCF Chess CD $40 

Ultima Trivia CD $19 

Ultimate Bckgammon CD $19 
Universal Neverlock $24 
Video Gme Solution CD 2 $19 
Virtual Pool CD $40 

Virtual Vegas CD WIN $16 
Virtual Vegas 2 CD $24 
Wayne’s World $26 

Wheel of Fortune Deluxe$34 
Wheel of Fortune CD $29 
Word Hunt WIN CD $12 
World Series Poker CD $19 
Xplora CD $47 


IBM WAR 


7th Fleet CD $39 

Action off River Platte $24 
Aegis: Guardian of Fleet $46 
Aide de Camp $45 

Air Raid Pearl Harbour $22 
Allied General CD $42 
American Civil War VI $24 
American Civil War M2 $24 
American Civil War V3 $24 
Antietam Z-Lock Bag $15 
Battle Stations $22 

Battle Tank Barbarossa $29 
Battle Tank Kursk $29 
Battle of Austerlitz $24 
Battle of Chickamauga $38 
Bttle of Chickamauga CD $42 
Battle of Leyte Gulf $24 
Battle of the Atlantic $29 
Battle of the Bulge $39 
Battle of the Bulge CD $42 
Bttlegrnd Gettysburg CD $44 
Bttlegrnd: Ardennes 1 CD $44 
Battles of Napoleon $15 
Battleship Bismark $26 
Beyond Squad Leader CD$45 
Big 3 WIN CD $24 

Blitzkrieg Ardennes $19 
Blue & The Grey $38 

Blue & The Grey CD $41 
B Napoleon Invades $24 
Carrier Strike $29 

Carrier Strike Exp Pak $19 
Carriers at War $39 

Carriers at War 2 $39 

Charge of Light Brigade $16 
CincPac: Midway $39 
CincPac: Midway CD $39 
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‘WITCH AVEN’ 

Deep within the vol¬ 
canic pit of the 
Island of Char lies 
the mystical lair of 
Witchaven. There, 
witches older than 
time itself cast a 
shadow of evil 
spells that shroud 
your people in 
never-ending dark¬ 
ness. The power of 
demons fester as 
the sun sinks below 
the horizon. 
Tonight, the beast 
is hungry. CD$46 


‘CARD PLAY¬ 
ERS PAR¬ 
ADISE’ Embark 
on a trip full of 
adventure, 
intrigue and 
exploration as 
you travel 
around the 
world playing 


MONOPOLY’ 

This classic 
boardgame 
comes to your 
PC! Buy and Sell, 
purchace houses 
and hotels and 
watch your invest¬ 
ments grow! This 
Parker Brothers 
real estate trading 
game can even 
be played over 
the internet! Do 
not pass up this 
wonderful CD or 
you might just end 
up in jail! CD $41 


your favorite 
classic card 
games. Each 
exotic city has 
its own unique 
challenges to pro¬ 
vide infinite game 
play. CD $29 





‘COMMAND 
AND CONQUER’ 

In a real time 
world where 
every move could 
trigger a fast and 
violent counter¬ 
move, you must 
choose whether 
to fight for a 
secure future for 
all mankind or a 
dictatorship run 
by a brutal few. 
Join the Brother¬ 
hood of Nod and 
bring the world to 
its knees. CD $48 


‘THRUSTMAS- 

TER 

PRO 

PLAY 

GOLF’ 

For the first 

time, 

golfers 

can n 

iow play 

or 

practice 

with their own 

clubs, 

while 

playin 

g 18 

holes 

of Links 

386 

golf, or 

viewing the 

swing 

analyz- 

er software to 

improve your 

swing 

right at 

home. 

$559 


CAESAR 2’ has 2 

levels of play, a 
simple game of city 
building or the full 
challenge of man¬ 
aging a province 
while battling ene¬ 
mies and building 
an empire. In this 
game the player 
can expect many 
hours of gameplay 
with 44 provinces 
to conquer, 24 
enemy armies to 
subdue and 20 
promotions to 
achieve. CD $47 


IBM WAR 


l IBM WAR 


I IBM WAR 


1 IBM HINT BOOKS | 

1 IBM HINT BOOKS | 

: IBM HINT BOOKS 

Civil War No Grter Glory $19 

Harpoon 2 Seen Editor 

$26 

Point of Attack 

$32 

7th Guest 2: 11th Hour 

$16 

EcoQuest 

$10 

Magic Carpet 1 & 2 

$18 

Civil War: 1861-64 CD 

$39 

Harpoon 3 CD 

$39 

Prelude to Jutland 

$24 

A-Train 

$16 

Eye of t’ Beholder each 

$12 

Master of Magic 

$16 

Conflict: Korea 

$19 

Harpoon Classic CD 

$17 

Rebel Charge 

$15 

AH64-D Longbow 

$18 

Fade to Black 

$18 

Master of Orion 

$16 

Custer’s Last Command $32 

Harpoon Classic CD 

$19 

Red Sky Morning 

$36 

Aces Over Europe 

$16 

Fleet Defender 

$16 

Matrix Cubed 

$12 

D-Day:America Invades 

$39 

Harpoon Designer Series $17 

Return to Falklands 

$28 

Aces of the Deep 

$16 

Frankenstein 

$16 

Mechwarrior 2 

$16 

D-Day: Beginning of End$39 

Harpoon Dsgnr Series 2 $12 

Rising Sun 

$24 

Across the Rhine 

$16 

Fred Pharkas Pharmacy $10 

Menzoberranzan 

$12 

Decision at Gettysburg 

$18 

High Command 

$19 

Rommel at El Alamein 

$36 

Advent Willie Beamish 

$10 

Front Page Sports Bsball $16 

MetalTech: EarthSiege 

$16 

Defend the Alamo 

$19 

Iron Cross 

$28 

Rommel at Gazala 

$36 

Aegis: Guardian of Fleet 

$16 

Front Pge Sprts Ftbll ‘95 $16 

M-Soft Golf Version 2.0 

$16 

Dreadnoughts 

$29 

Iron Cross CD 

$28 

Seventh Fleet 

$36 

Aircombat Pacific 

$16 

Full Throttle 

$16 

Microsoft Golf 2.0 

$16 

Dreadnoughts Bismark 

$29 

Iron Cross 2 CD 

$39 

Sid Meir’s Civil War CD 

$58 

Al-Qadim 

$12 

Gabriel Knight 

$10 

Microsoft Space Sim 

$16 

Dreadnoughts Deluxe 

$59 

Kampfgruppe 

$15 

Sons of Liberty 

$15 

Alien Legacy 

$16 

Gene Wars 

$18 

Might & Magic each 

$16 

Dreadnoughts Ironclads 

$15 

Kriegsmarine 

$29 

Stalingrad or CD 

$39 

Alone in the Dark 

$12 

Global Conquest w/disk 

$21 

Noctropolis 

$12 

Drumbeat WIN CD 

$42 

Kursk Campaign 

$29 

Stalingrad Campaign 

$29 

Armored Fist 

$16 

Gobliiins 1 or 2 

$10 

Outpost 

$16 

Fall Gelb 

$29 

Last Blitzkrieg or CD 

$41 

Steel Panthers CD 

$42 

Bioforge 

$17 

Gold Rush 

$6 

PGA Tour Golf 96 

$18 

Fantasy General CD 

$42 

Line in the Sand 

$16 

Tac Ops WIN 

$40 

Blackthorne 

$16 

Gunship 2000 

$16 

Pacific Strike 

$14 

Fields of Glory 

$37 

Long Lance 

$29 

Task Force 1942 

$19 

Castle Wolfenstein 3D 

$14 

Hand of Fate 

$12 

Panzer General 

$16 

Fifth Eskadra 

$29 

MacArthur’s War 

$16 

The Great War 

$39 

Castle of Dr Brain 

$10 

Harpoon 2 

$19 

Perfect General 2 

$16 

Fifth Fleet 

$38 

Main Bttle Tank C Grmny$29 

The Pure Wargame CD 

$29 

Champions of Krynn 

$12 

Heimdall 

$8 

Phantasmagoria 

$16 

Fifth Fleet CD 

$39 

Main Bttle Tank N Grmny$29 

Third Reich CD 

$34 

Civilization 

$16 

Hell 

$16 

Pool of Radiance 

$12 

Fifth Fleet Seen Mod 1 

$19 

Main Battle Tank M East 

$29 

Tigers on the Prowl 

$42 

Colonization: 

$16 

Heretic 

$16 

Pools of Darkness 

$12 

Fleet Med 

$27 

Malta Storm 

$29 

To The Rhine 

$29 

Computer Game Secrets$16 

Inca 2 

$10 

Power Monger 

$16 

Fleet Med 

$29 

Man of War 

$36 

Typhoon of Steel 

$15 

Conquests Robin Hood 

$10 

Indi Jones 4 

$12 

Privateer Playtester’s 

$14 

Flight Commander 2 

$38 

Marianas Turkey Shoot 

$24 

USS Ticonderoga CD 

$34 

Crusader: No Remorse 

$18 

Indy Jones Grfx Adv 

$12 

Quest for Glory 3 or 4 

$10 

Flight Cmndr 2 Msn Bldr $19 

Moscow Campaign 

$36 

V Victory Series, Each 

Call 

Curse of Azure Bonds 

$12 

Inherit the Earth 

$12 

Questbusters 1 or 2 

$18 

Gary Grigsby Pacific War $19 

Napoleonics 

$34 

Victory at Sea or CD 

$42 

Cyberia 

$16 

Jagged Alliance 

$16 

Ravenloft 1 or 2 

$12 

Gene Wars CD 

$44 

Northern Fleet 

$36 

WW 2: 1939-1945 CD 

$40 

Cybermage 

$18 

Jet Fighter 3 

$16 

Realms of Arkania 

$16 

German Raider Atlantis 

$26 

Operation Crusader 

$39 

War College CD 

$36 

Cyclones 

$12 

Journeyman Project 2 

$16 

Rebel Assault Insiders 

$16 

Gettysburg 

$19 

Operation Europe 

$34 

War Machine CD 

$42 

Dark Forces 

$16 

King’s Quest 6 

$10 

Relentless w/ CD 

$19 

Gettysburg: IA Bttle Sim 

$24 

Operation Europe CD 

$34 

War in the Falklands 

$24 

Dark Sun 1 or 2 

$12 

King’s Quest 7 

$16 

Return to Zork 

$10 

Gettysburg: 1. B. S. CD 

$42 

Operation Overlord 

$36 

Wrgme Construct Set 2 

$39 

Day of the Tentacle 

$12 

Laura Bow 2 

$10 

Return to Zork Advnture $16 

Golan Front 

$29 

Pacific Storm Midway 

$29 

Wrgm Cnstrct 2 Seen ea$15 

Descent 

$16 

Legend of Kyrandia 3 

$12 

Rise of the Triad 

$19 

Grey Seas, Grey Skies 

$29 

Pacific Storm Solomon 

$36 

Wrgm Cnstrct Set 3 CD 

$42 

Doom Battlebook 

$14 

Leisure Suit Larry 5 or 6 

$10 

Sam and Max 

$12 

Grigsby’s War in Russia 

$19 

Panthers in the Shadows $42 

Warpoint 

$36 

Doom 2 Survival 

$12 

Lemmings Chronicles 

$16 

Sea Wolf 

$16 

Harpoon 2 

$35 

Panzer Battles 

$24 

Waterloo 

$19 

Dracula Unleashed 

$16 

Lode Runner 

$16 

Secret Monkey Island 2 

$12 

Harpoon 2 Battle Set 2 

$19 

Panzer General 

$39 

Western Front 

$15 

Dragon Lore 

$16 

Lord of the Rings 1 

$14 

Secret Silver Blades 

$12 

Harpoon 2 Battle Set 3 

$25 

Panzer General CD 

$39 

White Death 

$19 

Dungeon Master 2 

$16 

Lord of the Rings 2 

$12 

Shadow Caster 

$14 

Harpoon 2 Dlx CD 

$42 

Prfct General 2 S&M Ed $30 

World War 2 

$21 

Dynamix War Planes 

$16 

Machiovelli the Prince 

$16 

Shadow of the Comet 

$16 
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OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per 
order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may 
require additional shipping charges. 

Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under $200 same as 
cash. COD $8. Defectives replaced with same product. Most items shipped same day. 
Shipping times may vary. Price/availability may change. All sales final. Call for details. 


FREE GAME OFFER 

See details below 




JET SKI RAGE’ A 

wave pounding 
360° 3-D free for all 
combat race in win¬ 
dows! Rage 
through the flooded 
city streets of San 
Francisco and col¬ 
lect points while 
taking on aquatic 
arsenals, jumping 
shark pits, and 
dodging floating 
mine fields. Jet Ski 
Rage features real 
time network play 
plus voice over the 
internet! CD $39 


MILE HIGH 
CLUB’ Eight of 
the best selling 
flight sims ever 
created! Wing 
Commander, 
Wing Comman¬ 
der Academy, 
MIG-29, Mega¬ 
fortress, The 
Heroes of the 
357th, ATAC, 
JetFighter 2 and 
F-14 Tomcat are 
all that you’ll get 
in this awsome 
flight sim pack¬ 
age! CD $26 



V 


‘MISSION CRITICAL’ The earth is a war tom, battle scarred 
shell in a permanent state of interstellar war. The United Nations 
has degenerated into an evil, repressive regime that is slowly 
squeezing the life out of what is left of the planet. CD $34 


bmuiuism 
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‘BATTLECRUIS¬ 
ER 3000 AD’ A 

spaceflight 
simulater, con¬ 
quest and 
exploration 
supergame. 
Battlecruiser 
combines strat¬ 
egy, space 
combat simula¬ 
tion, and 

resource man¬ 
agement all in 
an exquisitely 
detailed and 
expansive 3-D 
universe. CD $48 


IBM HINT BOOKS 


Sherlock Holmes $16 

Sim City 2000 $16 

Sim Earth $16 

Sim Farm Guide $16 

Simlsle $16 

SimTower $16 

Simlife $16 

Simon the Sorcerer $12 

Skyrealms of Jorune $12 

Space Quest 6 $16 

Star Crusader $16 

Star Trail $16 

Star Trek TNG:F Unity $16 

Star Trek:25th Annivrsry $12 
Star Trek: Judge Rites $12 

Stonekeep $16 

Strike Commander $16 

Subwar $16 

Summoning $12 

System Shock $12 

Terminal Velocity $16 

Terra Nova $16 

The Darkening $18 

Tie Fighter $16 

Treasure Savage Frontier$12 
Tunnels & Trolls $8 

Ultima 7 or 8 $16 


Ultima Underworld 1 or 2 $12 
Under A Killing Moon $16 
Wing Commander 3 or 4 $19 


Wng Cmander Armada $12 
Wings of Glory $17 

Wizardry 7 $16 

X-Com: Terror from Dp $16 
X-Com: UFO Defense $16 
X-Wing Collectors CD $16 
X-Wing $16 


IBM BUNDLES 


7th Guest / Dune Bundle$36 
Aces Collection CD $48 
Aces over Europe, 

Aces over Pacific, 

Red Baron, Red Barron 
Tank Killer,A-10 Tnk Killer 
Air Combat Classics $19 
All Star Sport Collection $23 
Award Winning Wargme $38 
Carrier Strike, 

Grigsby’s Pacific War 
Clash of Steel 
Grigsby War in Russia 
Bullfrog Compilation Pk $22 
Combat Classics 3 $22 

Comedy Collection CD $19 
Dynamix Bundle 1 $24 

A-10 Tank Killer, Heart of 
China, Staller 7 
EA Top Ten Pack 2 CD $29 
Electronic Arts Top Ten $32 
Chuck Yagers Combat, 

PCA Tour Golf 
Ultabots, Financial 
Workshop,Wing Com 2, 
Kasparov’s Gambit, 

Ultima 7, Seal Team, 
Indianapolis 500, 

Grand Slam Bridge 2 
Fantasy Collection CD $19 
Fleet Def w/ T-master $72 
Jam Packed CD $55 

King’s Quest Anthology $54 
Mindscape 10 Pack CD $34 
Tony LaRussa Baseball 2, 
NY Times Puzzle Master/ 
Crossword Creater 


IBM BUNDLES 


Five Foot Ten Pack V 1 $29 
Kings Quest V, Stellar 7, 
Tme Man of the Year, 
World Fact Book, 

Best of Media Clips, World 
Atlas, PC Kareaoke 
Classics, CD-ROM of CD- 
ROMs, PC Animation 
Festival, Doom: S-ware 1, 
$100 in Coupons 
Five Foot Ten Pack V 2 $29 
Sherlock HolmesVI, 

Space Quest 4, Bat Ches, 
PC Karaoke, Rock Rap’n 
Roll, M-media, Jumpstart, 
Movie Select For MPC, 
Home Medical Advisor 3 
Art & Letters War Birds, 
2000 Fonts by Fantasia 
Mystery Collection CD $19 
Casino Master, Software 
Toolworks, World Atlas V4, 
Spftware T-works Presents 
20th Cent. 

Almanack,Sports 
Cardshop, Great Naval 
Battles, Earth Invasion, 
Megaflux Runners, 
Chessmaster 3000 
Police Quest Anthology $48 
SSI’s Fantasy Fest CD $39 
Stalongrad, Fantasy 
Empires, Dungeon Hack, 
Ultimate Adventures 
Space Quest Anthology $48 
Star Control 1 & 2 CD $19 
Strike Com / Privateer $43 


IBM BUDGET 


A.T.P. Flight Simulator $9 

Acquire $9 

Alien Breed $12 

Allied Forces $9 

Alone in the Dark $12 

Assignment Miami $9 

Atomic Arcade CD $5 

Battle Command $6 

Captain Blood $9 

Castle Wolfenstein $6 

Champions of Krynn $12 

Conquered Kingdoms $12 

Covert Action $12 

CyberStrike $12 

Dark Queen of Krynn $12 

Descent $6 

Dinosoft Typing Tutor $10 


Doom 1 & 2 Toolkit CD $12 
Doom Heaven 1 or 2 CD$12 
Dr Floyds Desktop Toys $9 
Dr Thorp’s Mini Blackjack $6 


Dreadnoughts Bismark $12 
Dyno-Quest $9 

ESPN Sports Shorts CD $12 
Earth From Space CD $10 
GamePack CD 2 CD $10 
Harrier Assault $12 

Heart of China $12 

Heretic $10 

Horde $12 

Just Sports CD $5 

Killing Cloud $6 

Lightspeed $9 

Line in the Sand $12 

Lost Vikings $9 

Magic Candle 3 $9 

Matrix Cubed $9 




ENTERTAINMENT 

Receive an episode of Interactive Entertainment CD ROM 
magazine FREE with any in stock software order. Offer sub¬ 
ject to change or cancellation without notice. Valid from 
10/1/95 to 11/30/95 or while supplies last. Quantities limited. 

*FREE GAME OFFER 

Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Request must be made at time of order. 

SPEND $60 

Airborne Ranger 5.25, Captain Blood 3.5, Conquered 
Kingdoms Seen 1 3.5, Gunship 5.25, Mercenaries 5.25, Net 
Cruiser CD, SDI 5.25 

SPEND $100 

A.T.P. 3.5, Challenge of 5 Realms 3.5, DRAGON Force 
3.5/5.25, Dr. Floyd’s Desktop Toys 3.5, ESPN Sports Shorts 
CD, Flight Sim Toolkit 3.5, The Horde 3.5, MacArthur’s War 
3.5, Megafortress 3.5, Megatraveller Zhodani 5.25, 
Precision Approach 3.5, Railroad Tycoon 3.5, Return of the 
Phantom 3.5, Storm Across Europe 5.25 

SPEND $160 

Alone in the Dark 3.5, Battles of Destiny 3.5, Blood Bowl 
CD, FI5 Strike Eagle 2 3.5, Rules of Engagement 5.25, Sail 
Simulator 3.5, Silent Service 2 3.5, Simon the Sorcerer 3.5, 
Star Trek Judgement Rites 3.5, Total Control Virtual 
Controller, Ultima Underworld 2 3.5, Walls of Rome 3.5, 
Worlds at War 3.5/5.25 

SPEND $200 

Complete UMS 3.5, Harpoon Classic CD or WIN CD, 
Falcon 3.0 3.5, Harpoon 2 3.5, Jutland CD, Links Pro 386 
CD, Maxx Control Flight Stick, Under a Killing Moon CD, 
Universal Neverlock 3.5, V Victory: Market Garden 3.5 

FREE SHIPPING 

Place an order for an out of stock software item and recieve 
FREE overnight shipping when the product becomes avail¬ 
able. Handling $2 per shipment. 


IBM BUDGET ■ CDI 


MegaFortress $9 

MegaTraveller:Zhodani $9 
Millenium $6 

NFL Chall Pre Season 90 $6 
NFL Video Football $12 
Never Mind $9 

New Facilities Locator $9 
One Must Fall $6 

Operation Combat $12 
Power Hits: Sports $9 
Return of the Phantom $12 
Return to Zork Anth CD $12 
Rings of Medusa $9 

Rules of Engagement $9 
Sentinel Worlds 1 $9 

Shadow Sorcerer $9 

Silverball 2 $12 

Spellcasting 101 $12 

Sporting Triangle $3 

Star Legions $12 

Storm Across Europe $12 
Sub Battle Simulator $12 
Terminal Velocity $12 

Tie Break Tennis $9 

Tony LaRussa Baseball $9 
Total Chaos CD $5 

UMS 2 Planet Editor $4 
Ultrabots Sanction Earth $12 
Vaxine $9 

Virtual Reality Studio 2 $9 

Virtual Vivid CD $8 

Voyager Legacy CD $10 
Wacky Wheels $6 

War of the Lance $9 

Warlords $12 

World Atlas $12 

World Circuit $12 


Clue 2 

$46 

Dark Castle 

$34 

Disc World 

$36 

Dragon’s Lair 2 

$44 

Interactive Diner 

$44 

Kingdom: Shadoan 

$44 

Labyrinth of Crete 

$44 

Lost Eden 

$45 

Merlin’s Apprentice 

$44 

Microcosm 

$44 

Myst 

$44 

NFL Instant Replay 

$36 

Sargon Chess 

$36 

Text Tiles 

$30 

The Apprentice 

$32 

Voyeur 2 

$52 

Zelda’s Adventure 

$44 

3DO 


7th Guest 2: 11th Hour $54 
Carrier: Fortress at Sea $52 


Daedalus Encounter $64 

Deadly Skies $52 

Doom 2: Hell on Earth $58 

Golden Gate $52 

Icebreaker $46 

Kingdom O’ Magic $54 

NHL Hockey 96 $52 

PGA Tour $54 

Perfect General $56 

Psychic Detective $52 

Robinson’s Requiem $52 

Slam & Jam Basketball $54 

Star Fighter $52 

Syndicate $54 

Wing Commander 3 $54 
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Public Service Announcement 


Hi guys, 

I just wanted to write and thank you for your 
excellent review of Full Throttle. I say excellent 
here because your review helped me to decide to 
not buy FT, at least, not yet (I’ll probably buy it 
when it comes out in an archive, or on sale). I 
would like to say a couple of things in defense of 
LucasArts, though: I’ve been buying their games since 
the bad ol’8-bit days - remember Rescue on 
Fractalus? It was the Terminal Velocity of the 
Atari, and still an excellent game. The thing that 
made those games great was that they were new 
and unconventional. LA's willingness to experiment 
(and market those experiments, like Loom and 
Fate of Atlantis) is what makes their games the 
best ones around. Also, no one is going to accuse 
them of resting on their laurels. As much as I like 
The Secret of Monkey Island and MI2, I’m glad 
we haven’t seen a constant stream of Ml sequels, 
unlike some other adventure game companies I 
could mention. 

Thanks again, 

Jeff Hildebrand, Software Engineer/Iris Systems 

Winnipeg, Manitoba, Canada 


Dear Jeff, 

Thanks for the praise! 

We try to tell it like it is; we're genuinely enthusiastic 
about some games, and genuinely appalled at others. 
Check out this issue to see the range that way, too. 
Agreed about LucasArts, though in everyone else's 
defense it's probably a lot harder to be original now 
than it was to start off with. Doesn’t mean people 
shouldn't try, though. Expectations have to have gotten 
shaken up over the past year or two just because of the 
major shifts in technology, with everything from 3D to 
FMV to better sound support (including stereo and Q- 
Sound and the rest); now would be a good time for 
designers to experiment a little, before some defining 
release or two hardens everyone’s expectations again 
and makes it difficult to sell anything different, eh? — ed. 


Retro Gamer 


Dear Splus, 

Well, I’ve given up on my techno-sneakers, and 
gone canvas; and while I haven’t exactly given up on 
PC gaming yet, I did head out and buy a Sega Game 
Gear the other day, mainly ‘cause it was cheap, it 
was in the supermarket, and they had a load of 
games going for like $l4-$20 a pop. 

What a revelation! Those games are fun! 

And I can lie back under the apple tree 
in my back yard on a bright, fall after¬ 
noon, switch the thing on, hit Start 


spoiled little boys fighting over who can spend 
more. Everyone dumps on old “8-bit” technology, 
without the slightest inkling of understanding that 
the number of bits available might have nothing to 
do with the sheer fun-factor in gameplay. 

So yeah, I’ll probably upgrade to a P6 when it’s 
time (yawn), and yeah, I’ll probably upgrade to 
Windows 95 eventually (yawn), and sure, there are 
a bunch of interesting-looking PC titles on the way, 
and yep, the Sega Saturn and Sony Playstation are 
both technologically impressive, but pardon me for 
checking out for a little while; I’m having fun. Will 
continue to enjoy reading your coverage of the PC 
gaming industry, and maybe head out every now and 
then to buy a new PC game, maybe like six months 
after it’s been released and all the bugs and compat¬ 
ibility problems and configuration issues have all 
been solved. But excuse me now — I need to get 
back to solving Gimmick Land, — see ya! 

Perry Finkelstein 
East Hampton, NY 


their clean, quiet hovercars, working 20 
hours a week, no poverty, no war, no 
wretchedness... <sigh>... guess that was 
all just hype, too. Back to Joust — 
see ya. — ed. 


They’re all over 
the place 


Mag, 

What is it 
these days with 
the software 
release 
dates? I 


remem¬ 
ber 2 


beautiful and 
serene, float¬ 
ing leisurely 
through 
traffic 


in 



Dear Perry, 

You’re not alone in your retro-gaming leanings,appar¬ 
ently it’s all the craze in some quarters. Let’s see, 
pretty soon people will be swallowing live goldfish; j 
playing with hula-hoops; tossing frisbees (well, 
that’s eternal, not really a fad); streaking; 
wearing loud ties and jackets with really 
wide lapels; men will be wearing poly¬ 
ester shirts opened to the fifth button 
with gold chain jewelry dangling on 
their hairy chests... HEEEEELL- 
LLPPPH Whatever happened to 
that beautiful techno-future 
we were all promised dur¬ 
ing the earlier part of the 
twentieth century?! You .1 
know, silver skin-tight M 
suits, everyone 


and dig into Sonic 2 (an excellent 
game, by the way). For the first 
time in what seems like years, 

I’m really enjoying computer 
gaming again. 

I’ve seen all the trash¬ 
ing and bashing that 
goes on in gaming 
forums ( Prodigy and 
America On-Line 
are my 


Four out of four stars; Top 100 CD-ROMs of 1994 

-PC Magazine 


haunts), and 
it sounds 




mainly 


like 
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Dear Colin, 

We hope we can continue to provide the kind of focus 
you enjoy — while our traditional strengths derive from 
coverage of simulations and strategy games, we also feel 
that any type of game, done carefully, is as deserving of 
professional, intelligent discussion and understanding as 
any other. Expect us to do as good a job thinking about 
games some people consider “brainless”as we do about 
games most people assume are for the “mature” 
gamer. Personally, I think it’s too bad there's no-one 
around yet discussing the console systems systemati¬ 
cally and with the same kind of depth of under¬ 
standing people expect in the coverage of PC 
games. It'll happen, sooner or later, especially 
with the new hardware on the horizon — 
at least I hope so. — ed. 


If you’ve got 

_ m ■ ■ 


something 


to say 


say it! 


Write to: 
Strategy Plus 
P.0. Box 5692 
Burlington 

\ 

AA 05402 


[ACCESS 

SOFTWARE INCORPORATED 


the same 3D terrain graphics for 320x200,640x480, 
800x600 and 1024x768 graphics modes,structuring 
game design and At, providing peripheral support for the 
Phoenix, the FLCS,theTQS,the CH Pro, pedals, virtual 
reality helmets, etc. and all the while watching the com¬ 
petition closely to see whether they've managed to pull 
off something likely to outdo such an expensive project, 
is a lot more work than designing a game in VGA 
spread across four IAMB floppies running a Sound 
Blaster and supporting the mouse and keyboard used to 
be.Whaddya think? — ed. 


They’re really all over the place 


Dear Editor, 

As a 30 year old lawyer (don’t say it !) it’s not 
often that I send fan mail. In this case, however, I 
would like to say thanks very much to you and your 
colleagues at SP for producing a high quality gaming 
magazine. 

My interest in computer games only goes back 
four years and as a latecomer I was disappointed by 
the (largely) juvenile focus of many so called serious 
magazines. Your magazine has reassured me that 
there are “mature”gamers (which has nothing to 
do with age) out there, and that some publishers of 
both games and magazines are willing to cater to 
this more demanding audience. 

So please maintain both your standards and your 
crusading attitude towards the industry and its cur¬ 
rent infatuation with glitz rather than substance. In 
closing might I note that my particular interest is 
Sports sims — the expansion of your Sportswire 
feature would be welcomed by this reader (The 
Hangar and On War are also keenly read each 
month). 

Good luck with future deadlines! 


Colin Gray 
Somewhere in New Zealand 


4750 Wiley Post Way, Bldg. 1 Ste. 200 1-800-800-4880 

Reader Service No. 2 


years ago MicroProse would stick out as 
the black sheep with Task Force. 
Maybe even Origin pushed the dates 
a little too hard. Not even men¬ 
tioning Mechwarrior! Over all, 
though, a delay of a product 
was the exception. 

That changed big time! 
Now you have to be 
happy if the game 
comes out in the 
announced quar¬ 
ter. Honestly I’m 
kind of tired 
getting lied 
at. At least 
that’s 
how it 
feels 


OFF NOW! 

AT YOUR PARTICIPATING RETAILER 


sometimes! I know a program needs fine tuning, but 
I also know that if such a step has to be taken it is 
not just known the date before the game was due 
at my mail box! 

So what’s the scupe [sic]? Maybe you can ask 
some of the software producers for me, and for the 
rest of all fellow gamers. 


Thanks, 
Karsten Laqua 
samson@dkunix.dkeep.com 


Dear Karsten, 

It's all because the marketing departments for all the 
game companies are getting huge, and all those people 
need something to do between actual game releases. 
Early advertising of games keeps them busy and out of 
the programmers' hair, while at the same time advertis¬ 
ing a game a year before it gets anywhere near comple¬ 
tion stresses out all the people working on the game, 
which helps keep them all in line and away from going 
off on some ambitious tangent guaranteed to sink the 
whole project outright. Or maybe everyone's cowering in 
terror of those eight people who haunt the world’s 
online services, looking for new releases to spend 
the next three months of their lives shooting to 
pieces the moment they’ve shown up; maybe 
every time they say to themselves,“well, it's 
ready to ship!”they see yet another flame 
war over the historical inaccuracies of the 
artillery range for howitzers in Game 
X and they cringe, worrying that 
me bug or other will doom their 
own release to instant failure, 
due to the Eagle Eyes of these 
Dangerous Flamers. Or 
maybe it’s because 
putting together full- 
motion video, 400 
megabytes of 
hand<rafted art¬ 
work, an hour's 
worth of 
dynamic 
musical 


scor- 
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"The grand old hexgrid gets a new lease on lifer 

- Computer Gaming World - 


A rich experience!" 
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Platoon level action at 250 meters per hex 

Full feature scenario editor 

Extensive combat sound and video clips I, 

Modem to Modem play 

Drag & Drop movement and combat 

Print out instant detailed situation maps 


Battleground Ardennes™ is like no other historical 
strategy game you've ever played! With the 
revolutionary Battleview™ combat system, you 
can relive crucial moments during the Battle of the 
Bulge, the most famous American land battle of 
WWII. Can you hold off the advancing German 
war machine? Dig in with the U.S. 101 st Airborne 
defending freedom from the Nazis at Bastogne, 
or ride to victory with the legendary German King 
Tiger tank. Take command of Peiper's infamous 
SS or lead a blistering U.S. counterattack to 
retake Stoumont! 


9 EH 

MULTIMEDIA ENHANCED 

© Copyright 1995 TalonSoft Inc. 

Tf not FUN 
wAo ccjRes! 
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The 2D Map view provides a traditional perspective for Groundbreaking "Battleview™” combat system zooms 

the discerning gamer in on Panthers leading an attack on Stoumont! 


Give us a call at 410-821-7282 or contact us online at: CompuServe: GO GAMEPUB C • CIS: 75162,373 • INTERNET: 75162.373@compuserve.com • GENIE: XRG98298 
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Seen a good Civil War game lately?...We have! 



V olume II 








I ntroducing Battleground Gettysburg™. 

This second installment in the Battleground 
series features the innovative Battleview™ 
combat system and covers the three most 
crucial days of the Civil War. So stop searching, 
you only have to look one place for the best in 
Historical Strategy Games! 

• Regimental-level units. 

• Elegant, easy to use Battleview™ interface. 

• Play the first, second or third day scenario 
or the whole three day campaign. 

• Scenarios include: Culp's Hill, Devil's Den, 
Little Round Top, Pickett's Charge and more! 
• Variable command level lets you assume 
command from brigade up! 


WE MAKE 
HISTORY! 




MULTIMEDIA ENHANCED 
© Copyright 1995 TalonSoft Inc. 
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Give us a call at 410-821-7282 or contact us online at: CompuServe: GO GAMEPUB C 
• CIS: 75162.373 • INTERNET: 75162.373@compuserve.com • AOL: Talonsoftl 
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Experience 
this heroic epic 
of monumental 
proportions. 

LORDS OF 
MIDNIGHT 
brings an 
enormous 
fantasy world 
to life. 


"An epic fantasy 
adventure of the kind gamers 
have yet to experience. 
The depth and size of the world 
is beyond description. 
Be prepared to be totally 

immersed!" 


—Strategy Plus magazine 




To play, visit 
your local software 
retailer or call 
1-800-695-GAME. 


www.domark.com/domark 



Check out these other hot titles: 
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